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e Detailed Story Lines 
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Remember, practice makes perfect. Especially when it comes to assassinating evil-ass enemies and forging through 10 levels of | merciless traps and pitfalls. Lucky for You, Ninjahood comes 
* equipped with an arsenal of weapons, magic and moves capable of | inflicting the most unimaginable of horrors. Because in this ancient Japanese quest, the task set before you is mere survival. 
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Atlanta is calm now, but in no time it 
madness! 


will fall prey to 


s | write this, it's just 
about that time of 
the year again, when the videogame 
industry gears up to put its best foot for- 
ward at the E3 videogame expo! For three days 
in May, yours truly will be given entry to . 
videogame heaven, where all the hottest 4 
new games are lined up 
to be sampled. I'm 
about to go nuts just 
thinking about it! 

Of course, the 
show won't be all 
roses—we'll have 
actual work to do 
while we're there 
(hey, quit laughing!). We're 
going to cover every square 
inch of the show floor, tracking 
down every new game, news 
story, and juicy rumor. And 
here's the part you'll like: 
we're bringin’ it all back here 
to you in the very next issue! 


See T 


That's right, next month you 
can look forward to in-depth E3 
coverage here in PSM, as only we 
can provide. And you can bet it will be 
ve. 100% focused on PlayStation, with 
» plenty of details and extra goodies 
those other mags will miss. 

But hey, | don't mean to over- 

look this issue, ‘cause it’s one of 
our best ever! You may have 
noticed that we've got two dif- 
ferent covers at the newsstand 
this month—one featuring MK4's 
Sub Zero and the other with 
Scorpion. They're exactly the 
same on the inside, and no, we 
aren't trying to sucker you into buying two copies of 
the same issue. We were just psyched to get our 
favorite artist: Joe Madureira! To balance things out for 
everyone, the poster inside has both illustrations. So 
enjoy the issue, and be sure to come back next month 
for the big scoop 
on E38. It's gonna 
be a blast! 


CHRIS SLATE, 
EDITOR-IN-CHIEF 


(elc eae aie 


Uae; LOS Aes 
PlayStation debuted, and the 
world hasn't been the same 


since. Even Michael Jackson 
dropped by to play Ridge Racer. 


Volos) Sones: Ridge Racer, 
Toshinden, Warhawk, Twisted 
Metal, Tekken, Mortal Kombat 3 


We've got our E3 
party invites, and 
we're ready to go! 


By this time PlayStation was 
leading the race, and forced 
Sega to match its surprise price 
drop to $199. N64 was nowhere. 


UotewanhyGaiiss: Crash 
Bandicoot, Twisted Metal 2, 
Tekken 2, Wipeout XL 


moron 
PlayStation showed asthe = 
undisputed market leader, and 
Konami wowed us with a video- 
tape of Metal Gear Solid. 


Raipur canes: Crash2Z, 
Blasto, GameDay 98, FFVII, 
Colony Wars, Resident Evil 2 


ee issue, we match the best 
games with today’s hottest i+ 
lustrators to create the PSM cover. 
We take pride in creating quality 
original artwork, to present our mag- 
azine at the highest possible level. 
This month we were happy to 
welcome back Joe Madureira, who 
did our Resident Evil 2 cover back in 
February. Joe is one of our absolute 
favorite artists, and he's a super 
hard-core gamer. If you haven't 
picked up his Battle Chasers comic 
yet, then you're really missing out! 


‘ae 


Joe really had the Scorpion cover down pat 

right from the start. The wicked flames, the 

burning skull, those evil eyes...could this guy 
be any more menacing, or what? 


) 


~e f 
The final two covers turned out reall 


ly great. We 

thinke Wey se tere oe bes! Oe 

them at a 50/50 ratio, so there's nothing di 
about either one. It’s just all for the fun of it! 
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CHRIS SLATE 
Editor-In-Chief 

Likes: All types of games 
Hobbies: Comics, Basketball, 
Movies, Animation, Music 
Looking forward to at E3: 
OK, | admit it, | really only go to 
E3 because | can’t eat Chick-Fil- 
A here in California. Mmm... 


STEPHEN FROST 
Reviews/Previews Editor 
Likes: Fighting, RPG, Racing 
Hobbies: Anime, Movies, 
Comics, Seven-of-Nine 

Looking forward to at E3: 

Is there any question? Metal 
Gear! That, and all those fighting 
game tournaments |'ll be in. 


NowAH MASSEY 
Strategy Editor 

Likes: Racing, Simulations 
Hobbies: DJ-ing, music 
Looking forward to at E3: 
Playing the new games will be 
great of course, but | can’t wait 
to hit all those parties! That's 
where the real action happens. 


BILL PARIS 

r Correspondent 
Likes: Flight Combat, Fighting 
Hobbies: Hong Kong Action 
Looking forward to at E3: 
Since | only cover the Japanese 
scene, I'll be taking a nice, long, 
vacation. Huh? Whaddaya 
mean, “answer the phones?!” 


BLAKE FISCHER 
News Editor 

Likes: Shooters, Racers, Fighters 
Hobbies: Screenwriting, Game 
Design, Classic Games 
Looking forward to at E3: 
Diggin’ up even more dirt on 
PlayStation 2. | just like to see 
‘em get all mad when | ask! 


&. CH181-CHAN 
Correspondent 
Likes: Every kind of game! 
Hobbies: What else is there in 
life besides videogames? 
Looking forward to at E3: 
BOOTH GIRLS! They smell so 
nice, and some even give you a 
massage! Ahh, booth girls... 


Japanese 


CHARLES 
FROHMAN 
Managing Editor 


/ What he does: 

Reads a lot of copy. 
Hears a lot of excuses. Makes a lot of 
threats. Burns business cards in piles. 


\ DANG 


& What he does: 
Directs art and licks 
mice. a, dentist regularly. 


GaARY Liew 
Graphic Designer 


EUGENE 


Art Director 
What he does: 
Designs kick-ass 
- pages for the world's 
top PlayStation mag. Reminisces. 


Why it sucks that I don’t go to E3: 

| never get to do anything with those 
boxes and boxes of business cards 
that are piling up. | only get to give 
‘em to drunks in bars. 

Charles’ Quote of the Month: 

“Hi I'm Chris Slate, here's my card.” 


Why it sucks that I don’t go to E3: 
‘Cause the guys leave my sorry butt 
here to work on the mag all by 

myself! It's lonely and cold, so cold... 
Eug’s Quote of the Month: 

“All work and no play make Eug a dull 
boy. All work and no play make Eug a 
dull boy. All work and no play make... ” 


Why it sucks that I don’t go to E3: 

It was my only chance to relive that 
sweet, joyous summer | spent in 
Atlanta, back in the summer of ‘69. 
Oh where are you now, Lucy? Sigh... 
Gary’s Quote of the Month: 

"I've got to start writing my own 
answers. You guys are killing me!” 


LOO” 


Ss. which magazine is best for you, Official 
or Unofficial? That's easy. You want inde- — : 
pendent, unbiased coverage, 


and you want to 


» make us say af. we don't believe to 
write about what we want to oa ‘put 
want on,Our cover. 


CPC Int'l Pub Mail # 1195484 


—— book has to answer its Corporate 
Sponsor. And whose best interests 


y, a : do you think they’re looking out for? 


PSM is created by us and no one else. 
Nobody has to approve our pages before 


A WWWsPSMONLINE*COM AAAsdaddaaaaaa 


know that what you're reading is nothing 
but the truth. You can only get this with ih 
an UN-official magazine. An_ official K 


they're printed and nobody, not anybody, can — 


This is an kind of renee straightfc 
ward coverage that you can on 
with an unofficial mag 
understand that our readers 
fifst,. and we would 

e ya ‘ust. 


This is our promise e yo 
_ PlayStation gamer, who — 
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NOTHING OUTRUNS THE LONG ARM OF THE LAW. 


In the 21st centurv,-adicense to kill and heavily armed, turbo-charged patrol vehicles 
are all vou need to keep the peace. Just don't get blown to pieces in the process. 


et oe 


aie 
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fa | oad 
BY GAMERS; POR|GAMERS. ' 
www.interplay.com 


ire 6 5 2 lay fc By Gamers 


Patrol the streets at a breakneck speed of 60 frames per second 


Bring in law breakers dead or alive (or barely alive) with high- 
powered norethal or lethal weapons like the Vulcan Cannon 


Maintain the peace with the Turbo Patrol Car, Bike 
or Wing - you're a crack shot with each 


s 5 wit r “Pe Tae 1 Re 
—— nbs Wilt aan te treedorm aa 


7 scenarios of adrena commer high- Mra 
erimina "pursuit Pesce A caught on interior 
or exterior cameras 


1 or 2-player split screen action. 


lion. 
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Vigilante 8 
pg. 82 


You'd better get to know the terrain if you hope to survive the Vigilante 
onslaught—the environments can take you out just as easily as your oppo- 
nents. That's why we've collected and labelled the maps to all the levels! To 
further you along the way to total domination, we've also listed all the secret 
attacks for the weapons, Get ready to rumble. 


h the project leaders of the MK4 team to talk 
but our interview to go behind the scenes on 
uccessful franchises! 


3-D realm, it has plenty of new gameplay 
ar with navigating the environments 
es, Here’s your head start. - 


MK4 Contest 


pg. 69 


Need to practice up on your Mortal Kombat 
skills, maybe to go rule the arcade for a few 
hours every now and then? Well, maybe it 
would help to have YOUR VERY OWN 
MORTAL KOMBAT 4 ARCADE MACHINE!!! 
That's right everyone, the folks at Midway are 
feeling mighty generous this month, so don't even 

think about missing out on this opportunity. Feelin’ lucky? Then quit wasting 
time and turn to page 79 right now! You may be “The Chosen One!” 


Einhander Secrets Guide 


pg. 74 


Einhander is one of the coolest shooters to appear in a long time—beauti- 
ful graphics, a killer soundtrack, and an operatic mood all back up some 
dead-on gameplay. Well, Einhander also has some serious secrets: hidden 
ships, bonus weapons, and special bonuses are all lurking just under the 
game's surface. Guess what? This amazing game just got better! 


That's right, everyone—information about 
the next installment of the legendary 
series is finally starting to appear! 
Square recently had a press conference 
to discuss its plans for FFVII, and we're 
bringing it all to you. Does the main character, 
screens, or where to look for a playable demo sound 
interesting? All that and more is in the news, baby! 
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an anni 


te ae GS news and up-to-the-minute info 

> Feature Story: Final Fantasy VIII ........0..0..0..0.0 > pg.1Z2 = 
D> GOSSIP ieee ese arenes cnvicecssuedscaasesnusttvaens > PG. 17 ~ 
> Q&A: The project leaders for MK4................0..0.0. > 75.18 = 
» Checkpoint! Game Release Schedule ....................... = 75.22 = 
> Nihon Game Otaku! o.oo cc essteseeseeseeens > PG. 24 ~ 


te ia. 


This month’s new games, thoroughly tested by PSM experts 


A I the t ee avo on tomorrow's hottest games 


De ench uses satis cr ae So eae men Onn a=, > py.42 ~ 
> C: The Contra Adventure..............0.c.cccccccceeeeees > pg. 44 ~< 
PiViaddennOO ie acs, ca Rc eemee eee 


> Tail Concerto... 
> Syphon Filter 


PiRoguelripy. shee 2 ae. Beet ea 

> Alien Resurrection ..........0.00.cccccccccceesseseesessesesteseeeees > pg.o!~ 
> Big Air Snowboarding ..........0..0..c0cccccccecccs ees eee ees ceeee > pg.dg 
PiStreakin 0 Acer, trae tree eet 2 Gen > pg.a4 = 
P Turbo Prop Racing ..............ccccccccesscsssscesessessteseeseesessens > pg. ob = 
> Oddworld: Abe's Exoddus ..............0..c.cccccccccccesteeeeee > pg.g/ = 
> Thrill Kill.........00.... 

> LAPD 2000 

DAIVION Ke VI HOP O rire: cc. cccssscccclsncterstees ARPES ne cesotenned > pg. b3~< 


The latest codes for all you addicts 


You've got questions, we've got answers 


PLink-U pee Ga nen eee habia tetnae. 
DR AUSC ere ee seers eA read hansen tae! 


> Top This! ........0.0.000000. 
PAR S area icon mated! a anne see States Yo bael 


A sneak-peek at what's gonna be hot for next month 


HOW'S MY 
HAIR? DO | HAVE 
“HELMET HEAD"? OH 
YEAH, CHECK OUT NEN 
GAME OTAKU, ON 
PAGE 24! 


gr 
as excited about the PlayStation as 
e to spare! Just use the list below t 


Syphon Filter... 
Tail Concerto... 


An ae look at So 
g. 66 —< 


noe ad ‘ve heard about Sony’s new Dual Shock analog control pad by now. (If you 
read PSM every month, you have!) This month we're taking you inside the con- 
troller to point out exactly what makes it tick, why it's so hot, and how it will affect 
the future of developing videogames for the PlayStation. The Dual Shock is truly rev- 
olutionary, and you'd better go ahead and get used to hearing about it, ‘cause it is 
definitely here to stay! 
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Final Fantasy Vill 


Hirst screens and info! 


Mn May 15, Square held a 
) press conference in Japan to 
officially announce Final Fantasy VIII. 
Hironobu Sakaguchi, Vice president of 
Square and executive producer on the 


game, said “There are lots of elements A You can tell 


in the game, but one of the members of the development'team, sal ttd ag 
Nomura, the character designer, is saying that the theme is love." theme of the 


game is love. 


The first Final Fantasy VII trailer was shown at the conference, and it 
was epic. It starts off with the lead character, Squall Leonhart, riding on a 
ship. He looks at a map and we are treated to a variety of CG flashbacks sequences. Then, 
as the music builds, images from the actual gameplay are flashed across the screen, 
eventually culminating with the Final Fantasy VII! logo. The crowd was left speechless. 

Sakaguchi said he wants to make the storyline even more detailed than in the previ- 
ous installments, and he is also trying to find a more 
effective form of graphical expression for the storyline. 
Judging from the video, he has succeeded to some 
extent, as the characters already look much more life-like 
than they did in FFVIl. The anime look has been 
exchanged for characters that have much more life-like 
proportions and (gasp!) normal-sized eyes. 

Actual gameplay confirmations were scarce. What 
we do know is that the characters look light years ahead of the ones in FFVI/. They are all 
fully texture-mapped this time around, and they resemble their CG counterparts much 
more than before. You will also see all of your party members when you walk around in 
the world instead of just the lead character. A wild variety of rumors 
have been flying on this project since its inception, but some of them 
are worth note—namely the fact that the game could be on four or five 
discs and that it may have an entirely new magic system. We'll just 
have to wait and see if these rumors prove to be true. 

Particularly exciting was the 
announcement that the Japanese 
release of Brave Fencer Musashiden 
will include a playable demo of FFVIII. 
Brave Fencer is Due in July, so can the 
full release of FFVIII be that far behind? 
Evidently not, because Square also 
promised that the game would be out in 
the winter (which unfortunately extends 
to March next year). Either way, FFVI//is 


a lot closer than we thought, and 
we can hardly wait!!! 


The press conference in Japan. 


v As you can see 
here, Square has 
gone to a much 
more realistic look 
for the characters. 


Revealet 


These days, daily news is only a click away 
on the Internet. But what you can’t get online 
is PSM's exclusive in-depth coverage, with 
more details and extra info. We dig deep to 
find the real story behind the headlines. 


» Squall Leonhart, the game’s main charac- 
ter, seems to have a kind of “gun sword.” 


The theme of the 
game is said to 
be love, these 
shots seem to 
indicate just that. 


Will it be the same, or totally different? 
For now, all we have are these shots... 


:] s : ; Re ae adbraimal 3 


A Those fancy spells will be back of course, and is that Leviathan we see in these screens? 


» Judging by 
these shots, it 
looks as if 
the Limit 
Breaks from 
FFVII willbe = 
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4 The only things 
that we know about 
this guy is that his 
name is Laguna Loire, 
and the rumor goes that 
he used to be a soldier 
but is now a journalist. 


“4 Here’s another look 
at Squall Leonhart, the 
new lead character. 
Will he become as 
dear to Final Fantasy 
fans as Cloud? 


| 18 million systems sold in then 
: months. Wow. 


Activision has announced 
¥ Many of the environ- that it is hopping on the retro band- 
ments in the game seem wagon with the upcoming release 
pill ad spor of an Atati classics title for the 
romance is in the air. PlayStation. The CD will supposed- 
—— ly have emulated versions of many” 

of Activision's classic Atari 2600 
“titles, including River Raid, Pitfall, 
and Kaboom. a Oe 


ThunderForce V will be com- 
ing to PlayStations in the U.S. this 
July, courtesy of Working Designs 
and its Spaz label. This version has 
plenty of extras that were not includ- 
ed in the Saturn version. It will be 


4 From these designs, you can see that the style for this Final Fantasy is sup- available in July. 


posedly much more futuristic than the last, and nowhere near as dark. 


re in 
feet more Square games than ever to hit the US. 


lectronic Arts and Square have come together to form cut over into Japan are: PGA pe EMRGy Ay. te” Si 
two new companies. North America will see Square Tour Featuring Tiger Woods, Pi aaa 


Parappa the Rapper's set to get 
his own action figure line in Japan 
this June courtesy of Medicom. The 
two debut characters are Sunny Funny 
and Parappa himself, The figures are 
eight inches tall, fully poseable, and 
Will probably retail for about $22. 


Enix has announced that it will 


Electronic Arts LLC, whose main purpose will be in the localize- FIFA: World Cup ‘98, NBA Live, i be releasing Dragon Quest Vil in the 
tion and distribution of Square's Japanese titles in the U.S. mar- Diablo, Theme Hospital, and the Ultima series. pa nah summer of 1999 in Japan. Last year 
ket. This means that U.S. gamers will finally have access to all of — Interestingly enough, EAS KK will evidently have RPGs making Enix predicted that the game would 
the games they constantly hear about in our Japanese section.So _its own internal development groups, while its tothe sretes, be released before the end of 1998, 
_. far, four games are —_U.S. counterpart will not. fiementaieemeges Dut the designer Yuuji Hom says the 
the musashiis currently sched- One thing's for certain, these hot games will pe evs ara CUG te an gige ae (ra 

character 0 uled for release in now be coming to U.S. shores, which is an excellent thing for all HAgAlaliaMMNueMald MGS 


if ino the second half of U.S. gamers. Things will get even more exciting at E3 with the 
somal f el this year: Parasite announcements that will 
oe Eve, Bushido Blade be surrounding the U.S. 
2, Brave Fencer release of Final Fantasy 


Activision has announced that 
the company has given its high-profile 
Apocalypse project to the developer 
Neversoft. Neversoft is best known 


a Musashiden, and the Vill It just does- for its excellent conversion of the 
highly anticipated new RPG n't get any better game IMDK. and it has totally redone 
Xenogears. Not a bad start! than this! Apocalypse from scratch. Look for 


In Japan, the companies have 
formed Electronic Arts Square KK to 
localize and distribute EA games. ¥* ; 
Games known to be making the : (Continued on pg 14 >) 


i= more on this title next issue. 
~~ Brave Fencer Musashin is a 
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Hot New Peripherals on the Way 


| nteract just announced that it will be releasing a product 
called the Dex Drive that allows users to back up saved 
games directly to their PC hard drives. Over a year ago, Interact 
released the memory card disc drive that allowed users to save 
games to 3.5 inch floppy discs. That product did very poorly for a 
couple reasons. First, it only allowed you to save once to a floppy, 
and it couldn't be hooked up to a PC. Second, the $99.99 price tag 
made it out of reach for most people. 

The Dex Drive does what the original drive should have done. 
It attaches to your PC through a nine pin connector and features 
a slot for a PlayStation memory card. Think of it as a Zip Drive that 
uses memory cards. The implication of this product is enormous. 
With the Dex Drive, you will be able to e-mail your saves or even 
put saves up onto a website for downloading—this marks a new 
level of worldwide exchange possibilities within the PlayStation 
nation! The Dex Drive is set to retail at a cheap $49.99 and will be 
out in the Fall of 1998. 

And now on the the realm of cheating... The month of May 
saw a eombaly called Rocket Game Products rush its Game 
Champion __ pre-loaded 
memory cards to the 
shelves of EB in an exclu- 
sive deal. These Play- 
Station memory cards are 


4 This is the old Interact 
Memory Disc Drive that saved 
games to a 3.5 inch floppy 
disc, No pictures of the Dex 
Drive were available at press 
time. Basically, it looks like a 
typical external drive for a PC 
except its port is designed for 
Memory Cards 


t the recent Game Developers conference, 

Masaya Matsuura spoke on the develop- 
ment of the first Parappa the Rapper. During the 
course of the discussion he revealed a few things 
about Parappa 2 and several other projects he is cur- 
rently working on. 

First of all, as previously rumored, Parappa 2 will 
indeed be a multiplayer game. Matsuura also con- 
firmed that we will see the return of both Parappa 
and Sunny Funny. The most exciting news about this 
title is that, after the huge delays between the Japan 
and U.S. releases on the last title, Matsuura and his 
team are trying their hardest to get a simultaneous 
release. This is exciting news, and while Matsuura 
wouldn't give any firm release date he did say that it 


one of the hotter 
ith some games it can 
The problem is that not 
benefit from mouse 

happen to own a 


was possible we could see the game before 
the end of this year. 

Matsuura also mentioned that he is work- 
ing on two other non-Parappa, musically based 
games. If they are anywhere as good as 
Parappa, we can hardly wait. 

As for Resident Evil 3, Capcom has recent- 
ly been placing advertisements in Japanese 
magazines to hire game designers for what it 
is calling BioHazard: Next Project. Since 
Resident Evil is called BioHazard in Japan, it 
doesn't really take too much though to figure it 
all out. Unfortunately, since the game is being 
worked on in Japan you have to live there to get 
hired for the team. Shucks. 


game that supports the mouse, you should ldoK into 
picking one up. 
___ The Mad Catz Mouse is an average cies but it 
has the advantage of having only one 
Sony. Sony's mouse is well constructed but a bit 


ergonomic: shape. It's hard to get excited oe a 


~The Game Champion contains saves 
and cheats for a variety of games. Some 
cards hold saves and cheats for several 
games while others feature saves and 
cheats for a single game, like Tekken or 
Resident Evil 2. 


pre-loaded with saves for the 
hottest games, but they don't actu- 
ally allow you to save to them. 
They retail for around twenty 
bucks and are available for a variety 
of games. We tried out the Tekken 
Game Champion, and it worked as promised with all three 
Tekkens. We only had one major gripe: saves are divided up onto 
several pages, which means that in Tekken 3 all the character 
saves are on one page of memory while another will have the the- 
ater option save. It doesn't have just one page with every save on 
it, like you would get by legitimately beating the entire game. 

In response to the appearance of the Rocket Game cards, 
Interact made a rushed announcement regarding its own pre- 
loaded “cheat” cards called Shark Bytes. The announcement was 
to be made at E3, but with the appearance of the other cards the 
folks at Interact had to put in their two cents. What may give the 
Shark Byte cards the advantage when they hit is that they will be 
fully licensed. “At Interact, it is strongly believed that the licensed 
and fully supported version of any strategy aid provides the most 
insight into the gameplay and the most value to the hard-core 
gamers out there," says Jason Herskowitz, Director of Product 
Marketing at Interact Accessories, on the topic of official licens- 
ing. Whether this makes for a better card is only hypothetical at 
this point, but licensed products are generally more reliable and 


are usually constructed better. We'll take a closer look [> 


at this new craze once we have had a chance to try 
Interact's “cheat” cards in the next couple of months. 


AFIT HM HRT 


A Capcom is gearing up to 
begin production on the next 
installment of Resident Evil. It’s 
still in pre-production, but 
we're already excited. 


or twenty bones you can’t complain. It fea- 
‘© buttons like the Sony and has a pleasing 


; Ani ‘those in consideration ar 
Nascar 2, Trophy Rivers, and Half- | 
Life (based on the Quake engine). So 
far no firm projects have been 
announced, but Sierra has been talk- 
ing to several outside developers. 


Midway recently acquired the 
fights to publish Shiny’s RC Stunt 
Copter. This title, in which you fly a 
remote control helicopter through 
various stunt courses, has been one 
of Shinys pet projects for quite 
some time. 


British hardware 


PlayStation. : 
obvious complications, this will. | 
probably never see the light of day in 
the States. 


Capcom and McFarlane Toys 
have inked a joint venture to work on 
future projects together. Hopefully 
this means we will finally get to see 
a competent Spawn game, but it’s 
also possible that McFarlane Toys is 
looking to add Capcom's Dark- 
stalkers to its figure lineup. We'll let 
you know more as it is announced. 


Namco has begun work on 
Soul Calibur, the sequel to Soul 
Blade. The game reportedly features 
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Take control and find your 
destiny in this epic adventure 


from the makers of 
Suikoden and Vandal-Hearts. 


Help build up your hometown 
and attract new settlers d 


PlayStation 


Maybe even find true love 


‘ ~ oe ‘ “1 Yo ‘could get yourself killed 
: ; re taking the tower too lightly. 
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1-900-896-HINT (4468) www.konami.com $.95 per minute charge. $1.25 per minute support from a game counselor. Touch 
tone phone required. Minors must have parental permission before dialing. Hints are available 24 hours a day. Live support Monday - Friday 8:30am 
to 5:00pm CST only. Prices and availability subject to change. US accessibility only. Azure Dreams is a trademark of Konami Co., Ltd. PlayStation 
and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital 
Software Association. Konami®@ is a registered trademark of Konami Co., Ltd. ©1998 Konami of America, Inc. All Rights Reserved. 


KONMAMI. 


MNIQNITORK 


You want more than just the latest headlines—you want the dirt, 


GOSSIP 


the inside scoop on what's really going on with the PlayStation. 


Look no further, because PSM always has its ear to the wall... 


ources close to the project have told PSM that the 
next PlayStation will have a single chip design that 
combines all of the CPU, buffers, 3-D, 2-D, and audio func- 
tions. While benchmarks haven't been 
mentioned, it is expected to have some 
form of an embedded MIPS CPU within 
the chip. With this new design, new fea- 
tures such as true Z-buffering and alpha 
blending will become available to develop- 
ers (two features that have been notably 
lacking in current PlayStation hardware). 
Single chip design is nothing particular- 
ly new in the realm of 3-D graphic chip 
design. Several 3-D companies, most 
notably SGI and Nvidia, have used the 
technique quite successfully in creating 
massively powerful but incredibly cheap 


wes renee of 
Ssawaaief! 
i 


4 ja Sha 
Audit 2 

. Unlike the first incarnation, the 
PlayStation 2 (or whatever it’s 
called) may feature a new single 
chip design that is both cheaper 
and much more powerful. 


3-D solutions. Look for a number of other companies to use 
single chip designs in future consoles and 3-D PC boards. 
In other PlayStation 2 news, sources have reported that 


imilar to its strategies with Sys- 
tem 11 and System 12 boards 
(which were essentially modifications of 
PlayStation hardware), Namco is alleged- 
ly already working with Sony on its next 
generation of arcade hardware. Rumor 
has it that the new hardware (or at least 
its first form) is being referred to as 
System 31. Logically, this hardware is 
said to be based around the PlayStation 
2 standard and should be helpful in 
inspiring arcade-to- es 2 ports. 

» Tekken 4 xi \\ 

could end up 
being the first 
game to take 
advantage of 
Namco’s new 


System 31 
arcade hardware. 


the basic design is complete and that 
Sony could begin sending development 
kits to game designers any time it wants 
to. In fact, it is rumored that Sony is 
already dropping hints regarding the sys- 
tem's capabilities and design to select 
first-party developers. That same source 
also went on to point out that Sony has no 
reason to be releasing such kits given its 
marketleading position the world over. 
Taking things one step further, the source 
also said “Until Sony gets seriously chal- 
lenged, don’t expect to see PlayStation 2 
emerge. It's its ace in the hole.” 


he recently announced collaboration between Sony and Microsoft 

to share technology, which is aimed at creating a standard for home 
networking environments, has raised some interesting rumors. Microsoft 
will license Sony's Home Networking Module while Sony will license the 
Windows CE operating license for its own consumer electronics products. 
Sony did not comment when asked if the Windows CE would be used for 
the PlayStation 2, but recent reports from sources close to the PlayStation 2 
project have said that Sony is experimenting with Microsoft's set-top box 
Web TV compatibility for its new console. Surf the web, anyone? 


a 


Microsoft and Sony Licensing Exchant 


4 Formerly only used in PDAs, Microsoft's 
Windows CE mi 


that will be used in the PlayStation 2. 


/ 
| 
| 

be the operating system 


urces have indicated 
_ that Hudson's recently 
announced Bomberman Kart may 
be making its way to the U.S. as a 
result of an agreement with Sony 
CEA. This game will incorporate 
the same puzzles and action that 
made the Bomberman series so 
popular, but will mix those ele- 
ments with a lighthearted racing 
game. The upcoming PlayStation 
racer is similar to traditional “Kart “ 
games, with plenty of bomb toss- 
ing to boot. It also has a coin co- 
lecting stage that allows you to 


| hope that the game's multi-player action is everything we've been waiting for! 


X 


A Could this be the first PlayStation Bomberman 
game released in the U.S.? Let’s hope so! 


gather money and then wager it in split-screen two-player matches. Let's just | 


egion X, one of Sony's top-secret games for last year's E8, fell com- 

pletely off the planet following the show. Ina recent conversation, a high- 
ranking Sony official unofficially confirmed that the title is still in the works, though 
| | it has been “dramatically reworked." For those that don’t remember, Legion X 
| \ Was a quite promising third-person shooter with amazing visual effects. 


R umor has it that Fox Interactive has picked up the 
~® & tights to do a game on the mega-hot TV show 
Buffy the Vampire Slayer. No word has been received on 
| what type of game it will be, but we'll bet money on a 
| third-person action/adventure game. This 


| 

| : 

|| title would be unusual for Fox because > Lara Croft, eat 
| | the show is actually shown on one of its your heart out— 
| we're with Buffy! 
| 


competing networks. Only time will tell... 
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PSM: What was your goal when you 
started Mortal Kombat 4? | mean, 
you've got three under your belt 
already, Ed, and one for you, Dave. 
What did you want to accomplish 
with the fourth one? 

Dave: We wanted to make the transi- 
tion into 3-D, where all of the fighting 
games like this eventually go. We want- 
ed to maintain a certain amount of famil- 
iarity while introducing new features to 
the games, the main one being the 
interchangeable weapons. And also just 
the 3-D movement incorporated into the 
existing format that we had established 
since the first one. 


PSM: The first Mortal Kombat was a 
pioneer of sorts in many areas. It was 
the first game with Fatalities, a “real- 
istic” playing style with blood, and it 
had a lot of other unique gameplay 
features. Now that almost every 
game has taken these ideas, do you 
feel it diminishes the impact of MK? 
Dave: No, | don't think it diminishes the 
value of Mortal Kombat. With a game 
coming out in the future where you can 
kill somebody at the end, | don't think 
everybody is suddenly going to go “Oh 
wow, that's so cool and nifty,” kind of 
like they did with Mortal Kombat 7. So 
that's to some degree why we tried to 
do different things. We added humor 
and stuff to MK2, and then we added a 
run button to MK3, and we added the 
weapons to MK4. 

Ed: | don't think we're going to ever do 
a Mortal Kombat game that doesn’t 
introduce something new to the whole 
formula, because if we don't keep 
adding new ideas, we're just kind of 
rehashing the same old stuff. 


PSM: Well, on that note, what would 
you both like to do with the MK li- 
cense that you just haven't done yet? 
Dave: Um, good question. With just 
Mortal Kombat 4, | mean, Ed could real- 
ly answer this better. It almost feels like 
a Mortal Kombat 1 to me, because 
we've just thrown ourselves into all this 
new territory for the last year and a half, 
moving to 3-D. But there's a lot of fresh 
road to go down for us. 


Ed: Yeah, | don't think we've fully 
exploited the possibilities of what can 
be done with this real 3-D world. In 
Mortal Kombat 4 we really felt a need to 
maintain some elements of the familiar 
Mortal Kombat gameplay, and if we 


4 MK4@ introduced several new characters, 
but the classic ones will always be the best. 


were to do another one, it most likely 
would be a really radical change from 
the whole formula. We'd throw out 
everything and start from scratch again 
for the sake of, you know, newness. 


PSM: What unforeseen problems 
came up when transitioning Mortal 
Kombat from 2-D to 3-D? 

Ed: Mortal Kombat 4 was really hard in 
the sense that we were doing every- 
thing for the first time. You know, even 
with Mortal Kombat 1 we already knew 
how to digitize characters and we knew 
how to go through that process. But 


Mortal Kombat 4 was kind of like...you 


know, we knew what we wanted to do, 
but now Dave had to make three-dimen: 
sional versions of these characters. \ 
had to learn how to motion captu 
transfer all that data into the game a 
get it to still feel like a Mortal Kom 
game. So we spent a lot of time, yt 
know, trial and error with different s 
ware packages and what have you. A 
the same time we were still trying-t 
introduce new features, the weapons 
and what have you, into the game. So 
the hardest part was just that we had 
such a huge, huge learning curve. 


PSM: What features had to be left out 
of Mortal Kombat 4? 


ep 
= thely new to the scene, having gotten his 
_ feet wet with /MIK3. He is now head of the. 
“art team for MK4. We recently Speke with: 
~them bout: quite a few subjects... 


Ed: Goro, obviously. We always wanted 
him to be in the arcade and so he's 
going to be in the home version. You 
know, there were several characters 
that we just didn’t have time to put in. 
And we probably wanted to do a little 


‘hy DON'T THINK 
WE'IRE GOING TO 
EVER DO A MORTAL 


INTRODUCE SOMeE- 
THING NEW TO THE 


WHOLE FORMULA™M 


more with the 3-D elements than we 
had time for, as well. 


PSM: What was the most outra- 
geous rumor that you guys ever 
heard about your game? 

Ed: Probably the most ridiculous one 
that was taken seriously was Nudalities. 
Dave: Yeah, Nudalities. 


Ed: Right. You know, we've heard like 
“O.J.-alities" and all this stuff like that. 
There were people who would swear 
up and down that there were Nudalities 
in the game, and, you know, whatever... 
Dave: And that they had done it. 

Ed: Exactly. 


PSM: What did you guys think of the 
Mortal Kombat movies? 

Ed: Well, you know the first one we 
liked, and we weren't really involved as 
much with the second one because we 
were so busy working on our games. So 
that one was kind of, you know, a little 
bit less of our input. 


PSM: What kind of input did you 
have in it? Script input, directorial? 
Ed: The first one we were involved with 
from the beginning. | mean, they were 
from our original concepts and they 
stuck to the story really tightly. By the 
time they started planning out the sec- 
ond one, we were working somewhere 
between MK3 and Mk4. And, you 
know, we didn’t get quite as much input 
into the final product. 


PSM: What do you think of the new 
Mortal Kombat TV show? Do you 
guys have input into that? 

d: | haven't seen much. John might 
ave seen a little more. | know there 
as a script floating around here but | 


haven't had a chance to read it yet. 


Have you ever had a cameo 
é'in any of the movies? 
ut | was the voice of Scorpion 


s 
he extent of it. 


VM: How important do you think 
ory line is to the success of the 
Mortal Kombat series? 

Ed: Very. | don’t think you can put your 
finger on any one thing that would 
explain why Mortal Kombat has 
become what it has become, but you B 
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ie certainly point at several ele- 
ments—one of which is the story, 
being as deep as it is. Right now it has 
expanded to a soap opera, with over 40 
characters. And you obviously can’t tell 
a detailed story with 40 main characters 
in it, so it's comprised of a bunch of lit- 
tle stories, all of which surround this 
main element. But yeah, | think the 
story is a big part. 


PSM: Is it something that has 
been worked out for several 
games in advance, or do you 
work on each story as the 
game comes along? 

Ed: The second one you said, as 
the game comes along. 


PSM: Well, | guess this is proba- 
bly more for Dave, but what does 
everyone on the team look to for 
inspiration for character design, 
level design, things like that? 

Dave: Good question. John Tobias has a 
major role in character design. We gen- 
erally say "| want this type of charac- 
ter,” and it just kind of happens within a 
few days. We're a very tight team. 
We're very close and we work very odd 
hours around the clock, and | think 
we're just like a really, really good fami- 
ly where we're all on the same page all 
of the time. Somebody will start a sen- 
tence and somebody else will finish it. 
We all have the same idea and things 
kind of just develop. 


PSM: Do either of you guys have any 
Mortal Kombat costumes hanging in 
your closets? 

Dave: [laughs] 

Ed: Sometimes they're scattered all 
over the place, like we'll have shows 
and they'll go over there, and then we'll 
film a commercial and they'll go over 
there. | don’t think anybody has brought 
any of them home, or at least will admit 
to bringing them home [laughterl. 


PSM: Which is your favorite Mortal 
Kombat game? 

Ed: Wow, that's a good question. Mine 
is either 3 or 4. 


PSM: Do you play any Street Fighter, 
Tekken or Virtua Fighter? 

Ed: | played some Tekken and | played 
some Virtua Fighter 3. 


PSM: What did you think? 

Ed: | liked Virtua Fighter 3. | think it's so 
sophisticated that it might be outside 
the scope of some average players, but 
there's a lot of depth to it. 


PSM: Yeah. Well, how good are you 
at Mortal Kombat 4? 


< I'm pretty good. I'm not great. 


Dave: Ed's amazing, although we have 
game testers here who will kick any of 
our asses, easily. 


PSM: Do you see Mortal Kombat as 
being more of an arcade title or more 
of a home title? 


Dave: Midway kind of has this philoso- 
phy that if we build and create a really 
strong arcade title, it's going to be a very 
strong home title. | think up until now, 
with MK 7, 2, and 3, that's proven to be 
the case. But things are changing where 
we have to add things to the home title, 
make it a little special, an exclusive for 


4A The transition to a 3-D engine allows for 
much more dramatic camera angles. 


different platforms. We're all for that 
because we always want to make 
things better and bigger. 


PSM: Do you think the recent emer- 
gence of location-based entertain- 
ment centers like GameWorks is a 
good trend for the arcade industry? 
Ed: I've actually been to the ones in 
Seattle and Las Vegas. They're really 
cool. If they do it right, absolutely. 
They're a little expensive to play at but, 
you know, it's cool to have all those 
games all under one roof. 


PSM: Where do you see the arcade 
industry heading? 


Ed: Oh, to multiplayer games, absolutely. 


PSM: More than two players, you 
mean, or...? 

Ed: Kind of like the whole notion of 
Quake and Doom and all that stuff 
where there are more than four, five 
people all playing in the same world. 


PSM: Does that mean that we might 
see a Mortal Kombat in the future 
with a four-player setup? 

Ed: Oh, | don't know about that. | 
mean, that's certainly a possibili- 
ty. The arcade is a social envi- 
ronment that you really can't 
duplicate at home because at 
home, for the most part, you 
just have one monitor and you're 
all participating in one game. 

Right now, with the emergence 

of all these successful driving 

games, | think that's kind of showing 
that there’s a lot of strength in multi- 
player games. 


PSM: Just for the record, have either 
of you ever killed a man? 

Ed: No. 

Dave: ..... 


PSM: OK, violence in videogames. It’s 
kind of old now, but it’s coming to 
the front again. Do you think kids 
should play Mortal Kombat? 


“WHENEVER SOME- 
RODY MENTIONS, 

UJ KNOW, 

JES OR GUTS 
OR SOMETHING, we 

PROSASBLY ORAW THE 


LINE RIGHT THEREsM 


Ed: Well, certainly not young kids. 
Dave: Yeah, that's my opinion, too. 

Ed: The game is not intended as the rat- 
ing on the boxes say, for “mature play- 
ers." We consider our target audience 
to be upper teens. 


PSM: Do you think that the current 
content ratings are working? 

Ed: Yes. When the whole thing first 
blew up, the main complaint was that 
there were these games coming out 
that had really graphic violent scenes, 
but they were completely camou- 
flaged in the sea of all the other 
games. There was no method of dis- 
tinguishing which games had what 
content, and | think that the ratings 
basically solved that problem. 


PSM: Has there ever been a BA 
Fatality that you guys came up with 
that was just so over the top that you 
didn’t use it in the game? 

Dave: Um, yeah, plenty of times. We go 
over it and decide what's too far and 
what's not. We have checks and bal- 
ances of what's going on. Also, you've 
got to keep an element of fantasy. 

Ed: Yeah, whenever somebody men- 
tions, like, you know, intestines or guts 
or something, we probably draw the line 
right there. 


PSM: Has the Internet affected the 
Mortal Kombat phenomena, and has 
it changed the way that you have to 
approach the design of the game? 
Ed: Yeah. Part of the magic of MK7 and 
2was the whole learning curve, learning 
moves and writing them down and 
what have you. Then | think with MK2 
and 3, with the advent of the Internet 
and newsgroups, they kind of prevent- 
ed us from really having any secrets in 
the game. When we tested the game in 
Chicago, people in California were 
already copying moves. And so there 
was that whole learning curve that kind 
of went away. So that changed the way 
that we put in codes. 


PSM: Has the Internet ever worked 
to your advantage in any way? 

Ed: Yes. | mean, look at how many web 
pages there are. You know, most people 
are talking about the game, what they 
like and don't like. 


PSM: Do you guys have any input on 
the home versions or are you already 
on to another project now? 

Ed: We are very involved in the home 
versions. | mean, Dave, Tony, and Steve 
are actually doing the full-motion movies 
for the PlayStation version. You know, all 
the endings and the intro and everything 
are fully rendered movies. 


PSM: OK—for our readers, who is 
going to be the fighter that wins 
Mortal Kombat 4? 

Ed: Oh, you know what? We always 
determine that with the next game. But 
we don't know that yet. 


PSM: Well, can you tell us a juicy 
Mortal Kombat 4 secret? 

Ed: A secret is that Noob Saibot is hid- 
den in the home game. 


PSM: Cool! Do we ever find out who 
he’s related to? 
Ed: You have to finish the game to find 


that out. 


PSM: OK. Well, that’s just 
about all for now. Again, 
thanks a lot, guys! 
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The POM Release sult 


We've listed every upcoming: 


PlayStation game we can think 
of. However, keep in mind that 
these dates often change. It’s still 
fun to look forward, though! 


PlayStation Gharts 


(For April) 


“Tekken 3 came, saw, 
and |. Look for 
this one to rule all year, 


Wow, in just the few days that it went on sale at the end of April, 
Tekken 3 totally wiped the floor with every other game out there! But 
then | guess we aren't too surprised—it is Jekken 3, after all. But we 
are a bit shocked that WFS 3came in at the two-spot. What a month! 


i > Tekken 3 

» NES 3: Hot Pursuit - The series is back on track 

> Triple Play ‘99 - It's that Spring fever again! 

» Deathtrap Dungeon - “From the makers of 7A...” 

> Saga Frontier - Not Square's besttitle, but doing well 
> Diablo - A hit thanks to the buzz from the PC version 

> MLB ’99 - Trailing EAs title by only a few spots 

> Resident Evil 2 - Truly a game for the ages 

> Dead or Alive - It's been doing well for awhile now 
10 © NBA Shootout 98 - Gaining ground with the playoffs 


a oo EVIL NPD 
- Chart 


(For March} 


“(Before all is said and 
done, RE2 could end up the 
best-selling PS game ever. 


WHONOTRWHN 


Every month NPD (a market research company) surveys a host of 
retailers to find out which games are selling well. In March, 
Resident Evil 2topped the sales charts for the third month in a row. 
Man, will this game ever start to show signs of slowing down? 


4 > Resident Evil 2 


> Triple Play ‘99 - Spring fever shot this one to the top 

> Crash Bandicoot - At $20, everyone’ picking this up 

> NBA ShootOut ‘98 - Late-season hoops made it a hit 
> WCW Nitro - Falling three spots from number two 

> March Madness ‘98 - Hey, it was March, after all! 

> NASCAR ‘98 - Slipping a little, from five to seven 

> Tomb Raider - Back on the charts thanks to its $20 price 
> NBA Live ‘98 - Not the top hoops sim, but still strong 


4 
4 
5 
6 
7 
8 
9 
10 » Twisted Metal - By Odin's beard, HOW?! 


wires Redneck Rampage 
‘ Unholy War, The 
Release hasichanged since fast month. ini 


A brand-new addition to the list this month. 


: Electronic Arts ... ..NCAA Football ‘99 


= Fox Interactive......... Aliens Vs. Predator 
: ; = Hasboros.vas2a20< Board GAM@ ana esnee Battleship — 
Seront Quarier Rames : Interplay Action/Ady, . Heart of Darkness 
= Konami. ..Action/Shooter....C: The Contra Adventure 
: = Konami. SeSaccersan International Superstar 
Acclaim. ..Batman & Robin = Soccer : 
Acclaim .. _Jeremy McGrath : Konami Poy Poy 2 
Supercross ‘98: Psygnosis.. Action _.. Psybadek 


X-Men Vs. Street Fighter = Sony CEA. Cardinal Syn 
i Take 2... 
..Tiger Woods PGA = 

Golf ‘98 : 
Fox Sports Golf ‘99. = 
Fox Sports Soccer ‘99. : 


Electronic Arts. 
Tournament Edition / 
Circuit Pro Bowling 
Granstream Saga, The 


Fox Interactive 
Fox Interactive. 


Fox Interactive Team Losi RC Racing : «. C&C Red Alert: 
Fox Interactive 3 Retaliation 
Grolier Interactive ......... ACTION ...cc.ccscsccceeseseeeeeeeVirus 2000 : Working Designs..........2-BPG ....ecccsssecsseeee Lunar: Silver Star 
GT Interactive. Story Complete 


Interplay. 
Konami... 


= ACTIVISION .......ccssssseeeees Action/Ady. ....-...e-.00++ Fifth Element, The 
© ACRIVISION..oesresscenesnn AGO oes tarcesmaen itis Tenchu 
? Capcom _.Action/Platform ..........Mega Man Legends 


Psygnosis .... Adidas Power ; Capcom..... oa Fighting.............Rival Schools; United 
Soccer’98 : ‘ by Fate 

Sony CEA... Action/Platform.... Jersey Devil : £rystal Dynamics .3-D Action/Platform 

Take 2..... Action/Driving. Grand Theft Auto : GT Interactive.....Action/Adventure.... 


Ubi Soft... 
Working Designs........2-D Platform 


Vivid Racing : 
Nt ce Silhouette Mirage : [MLEMPIAY sci 
: Midway... 
: Sir Tech. 


Action/Platform 


NCAA GameBreaker’99 
NFL GameDay ’99_ 
Spyro the Dragon 


Football 
-D Action/Platform .. 


“Ninth “98 


PSVQNOSIS «0. :cscsessesscsevscrse SOOLGM sesspeconsccsesvvseseesoors Blast Radius = Kagero: Castle 
Universal Studios ..Rlunning Wild 2 of Deception 
SHO Serta ererareyal ACtION/AGV. .....ssesssssssessseeeeseed Dead Unity 
THIRD QUARTER GAMES : 3D0/Cyclone StudiosAction/Strategy. ..Amy Men 
= Ascii. Secer PULL Bisvatiencssanstoecricnreeeucite nattey Hit Back 
Acclaim Constructor : Master of Monsters: 


Acclaim.. Disciples of Gaia 


WWF Warzone : 


Capcom Pocket Fighter = Ca@pCOM ..:..:.. tac Classics.......Capcom Generation Vol. 1 
Fox Interactive 20: Nitrous Oxide © C@PCOM 0... Fighting..........Street Fighter Collection 
Koei Romance of the Three Volume. 2 
Kingdoms V : CAPCOM -sscessssersssecsemccoePQDUAQs screenees Darkstalkers Il: Vampire 
NFL Extreme: : Saviour 


: Fox Interactive... 
: Fox Interactive.. 


‘Fox Sports Hockey ‘99 


...Bust-A-Move 
Teenage Mutant Ninja 
Turtles3-D 


: Playmates. 
Dae cumitwe ae Shadowman = 


Hardball 6 © 


Gamewatch: 


This game was supposed to be out already. We even 
reviewed it last issue (issue 10, June ‘98), and gave it 
four stars. But you've probably noticed by now—it's 
nowhere to be found! Well, that's because the pow- 
ers that be at Capcom have decided to hold it back 
- _until the holiday timeframe. The game is completely 

__ finished, Capcom just wants to use the extra time to 
hype the game up even more. Sorry, Mega Man fans. 


a Jury 1998 IOV UUTIIVOTIUUETNVUVINVOTTIVVUCTIVUTINUUTETNVUTTRVUCTNYY, WULTUUUCCTUUEET ULC VUUECUUL CC CLECOTTCCCTUCLLUT) wwwePSMONLINE:cCOmM 4 


GoldenGoal 
..Bass Masters Classic 


..Fox Sports Tennis‘99. 


FOURTH QUARTER GAMES 


Alpha Software...........Educational ......sessccssseeed Elmo's Magical: 
letterTour =: 
Alpha Software...........Educational .......-:.-cssee- Elmo's Magical : 
Number Tour: 
Crystal Dynamics.....3-D Action/Adv. .........s:.0. Legacy of Kain: = 
Soul Reaver — 
Electronic Arts ............0St€@tegy........... Populous: Third Coming : 


Konami 

! Dolphin’s Dream) 
Pennoni 
Action/Adv. 


~ Psygnosis . 


Sony CEA. 


Sony CEA WarHawk 2 
THQ...., : ..Aug Rats 
THQ... --Racing/Combat........c.-:seseees SpeedTribes 
Nitg Ns cpsrcssatees eases HONUNG inspects Thrill Kill: 


....Jeff Gordon Racing 


_.Action/Adv. 
Action 
.Strategy/Shooter 
3-D Action/Platform.. 
.Action/Adv.. 


Sony CEA. 


of Tobu, The 
Sony CEA. 
Sony CEA. 
Sony CEA. 
Take 2.., 


1st Person Shooter... 
Action/Adv. 
Action... 


FOX Interactives cessesss3D) AGHOM cssessccrrssesscscecsseestened Croc ll 


Shaba Games... 


Accolade 


Accolade .. 
Accolade .. 


Phantasma 
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: Crave..... 


WACIOR/AGV, sscesessessesscn G-Shock {formerly 
? Electronic Arts.... 
Soldnerschild 
Metal Gear Solid 
a Pro 18 World Open: 
Psygnosis . BONOOUEI eat Respect, Inc. : 
Cool Boarders 3: 
: Electronic Arts ... 
NHL FaceOff ‘99. : 
Rally Cross 2. 


? Hasboro 
Tae arcu Asteroids “3-D" 


Apocalypse 
..Dead in the Water : a 
: MGM Interactive.... 


: Psygnosis 
: Psygnosis.... 


..Diabolical Adventures 


: Westwood Studios........ Strategy ..... 


ACTION/RPG.....cssseeeseessssssse Monkey Hero 
i WCW Thunder: 


iH Big Air Snowboarding i 
Accolade.. SAGHON yeoucinuane StarCon : 


ssssssssseee St Drive: Off-Road 2 
apes Armored Core: Project : 


.... Backstreet Billiards 
_-Fighter Maker 
RPG Maker 
_ Critical Blow 
mes Tail Concerto 
..Capcom Generation 
Volume 2 
..Shadow Madness 
Uprising X 
.... lomb Raider 3 
Eggs of Steel 
star Ocean 2 
LAPD. 2100 A.D: 
_.». Madden ‘99 


Electronic Arts 
Electronic Arts 
Electronic Arts ... 
Electronic Arts ... 
Electronic Arts... 


Electronic Arts ... 
Fox Interactive ...... 


Be ea aH [1 reco ce Moto Racer 2 
ist Person Shooter _ Alien Resurrection 


Fox Interactive SACO neko csipe Motorhead 

GT Interactive... .Oddworld: Abe's 
Exoddus 

GT Interactive ..Rogue Trip 

: GT Interactive [Nip eter ete: Streak 


Centipede “3-D" 
Jeopardy 
Wheel of Fortune 
Messiah 
.Tomorrow Never Dies 
Tiny Tank 
Tales of Destiny 
Colony Wars: Vendetta 
..Global Domination 


Hasboro 
Hasboro 
Interplay... 


? Psygnosis ccoseecraees Sentinel 2 
: PSVORDSIS soriruacna iMAC peanminarats oni Wipeout 3 
: EA/Square Bushido Blade 2 


...C&C: Commando 


BAMES FOR 1999 


ea : Koelgcenyeucanncaig FIQUUNO aiacumesnccasises Destreger 
Slayers RPG 2 = 


Tommy Thunder 
oe .Rebel Moon Rising 
BRBGE si tAcson ty, Blades of Steel 


: Konami. 

= Konami. APG .. NBA: In the Zone ‘99 

: Konami... RPG... .... Suikoden Il 

: .. Time Crisis Il 
_ Blues Brothers 2000 


Gamewatch: . 


There hasn't been much talk about this title yet, but 
there will be. Fram Konami, G-Shock is an underwa- 


ter adventure game, which the company has claimed 
will become “the surprise find of '98”. You take the 
tole of Jean Cave, a salvage diver who's goal is to 
_ Search the Matilda, a giant cruise liner which sank 50 
years ago. You'll have to search smaller wrecks to 
find booty and build up cash. A fourth-quarter release. 


NIQNITO-R 


After getting a chance to play this 
game for a good long while, it’s really 
gotten our attention. Running that cute 
little dragon around is just plain fun! 
Now if the worlds can just come 
together well enough, we'll be happy. 


It’s easy to take Crash games for grant- 
ed, because you pretty much know 
exactly what vac be getting. There's 
no big mystery here, but the solid 
gameplay keeps this one high on our 
list. Crash is just always a lot of fun. 


We've heard that in this new sequel, 
you can grab an asteroid with your 
grappling hook, fly circles around it, 
and then kind of “whip it” at an enemy 
ship! Is that just plain cool or what? 


The friendly folks at Sony gave us an 
early hands-on demo of this game, 
and it’s looking very promising. It isn’t 
quite as Mefal Gear-ish as we were 
expecting, but it could end up being 
pretty cool in its own right. 


We haven't seen this one in action yet 
either, but from everything we've 
heard, it’s gonna be even more incred- 

ible than the first game! We just can’t 
wait for that 2-player split-screen action! 


Jucy 1998 a 


Maire si | 


(=) TAKU NO MINNA-SAN IRASSHAI!!! Welcome 
one and all! Are you hungry for Japanese import 
news and previews? There's lots of otaku delicacies for 
you to sample, and ours is the best restaurant in town! 
Our appetizers include Shake Kids and Bomberman 
Fantasy Race, Japanese Top 10 soup, and July Japanese 
Release salad. | highly recommend our main entree, 
Metal Gear Solid, seasoned with Art Truck Battle, and 
with just a dash of Cybernetic Empire! [Editor's note: 
Bill has officially lost it—Chris] Our beloved Chibi-chan 
will give you your dessert list. /tadakimasu! 


Import News and Notes 


b> Enix announced that it will release Dragonquest VII in 
the summer of 1999. At the last official press conference 
(March 13, 1997) Yuuji Horii (creator of the Dragonquest 
series) said it would be released “by the end of 1998 at 
the latest." The game's tardiness has been attributed to 
“an increase in content” and “development delays.” 


B® Rodney Greenblat's famous creations are back! Toy 
figures of the cute and wacky Parappa the Rapper char- 
acters have been released by Medicom Toys! The fig- 
ures stand 8.625 inches tall and retail for $22. The first 
two to be sold will be a vinyl, poseable Parappa and 
Sunny Funny. “Kick, punch, it's all in the mind!” 


b> Sony CEl’s production group, who have produced 
such titles as Gran Turismo and Motor Tune Gran Prix, 
formed its own company called Polyphony Digital Inc. 
Just like other production companies that became inde- 
pendent as early as October of last year, the group plans 
to manage its own production business, freely make 
games for other corporations, and grow with individual 
publishers. This marks the fourth production company to 
gain independence from Sony CEI, following Arc 
Entertainment, Sugar & Rockets, and Contrail. 


B In a recent interview with a representative of 
Capcom, it was announced that Dual Shock-compatible 
editions of Resident Evil 2 and Resident Evil: Director's 
Cut will be released soon. No release date was given. 


* Banzai Chibi-Chan illustrations by Robert DeJesus 


The latest news and notes from the 


Land of the Rising Sun, featuring our 
very own Bill Paris-san! 


ss f 


BP rasshai! lrasshai! | have 
some oishii treats for 

your dining pleasure, including 

my Top July Picks, Star Ocean 
Second Story, and Poy Poy 2. Or you 
can skip right to dessert and sample 
the most amai of sweets: Macross 
Digital Mission VF-X 2! | hope you've 
saved room, because there is quite a 
lot on your plate. Goyukkuri dozo! 


n Demand will be releasing its Shake Kids 

platformer for the PlayStation this month. 
You take control of Randy, a tumblermaker who 
dreams of making the perfect tumbler (used to make 
cocktails) and punishing the evil-doing Obaba. 
Randy's tumbler, “Mr. Shaker,” is a magical tumbler 
that can engulf enemies and inflict damage on them. 
It also has the mysteri- 


Ze ( 
9e 


a=] & 


Armored Gore Models 


he very first 
Armored 
Core model kits are 
now available from 
Bandai, with subse- 
quent kits set to 
release in August. 
They're totally awe- 
some! Check them 
out at an import or 
mail order shop. 


> This awesome AC model 
belongs on YOUR shelf! 


“shake” the enemy. Your enemies receive so much 
damage that they die and rise towards the heavens. 
If you obtain the Secret Book of Tumbler Techniques, 
you can double either your score or the amount of 
damage you inflict on enemies, or you can create 
items if you enter the proper commands. 

This quirky title is the first to mainly use the shoul- 
der buttons. Only time will tell if Shake Kids can give 
other platformers like Tomba a run for their money. 


~ , - <What do 
ous power to manufac- store ressd ibn Incline 
ture items. = 1248 os aps 

When an enemy. is SE ee fon like this? 
sucked into the tum- ons ee aera 
bler, you tap the L1, L2, ce analvendl 
Ri, and R2 buttons to SS send his ene- 

nies te the 
> Ran busy with jecvens) 
that erly Ms Sle 


4H udson plans on releasing its PlayStation title 
Bomberman Fantasy Race this summer. 
With elements from the classic series, this racing 
game promises to deliver the same puzzle and action 
elements that has made the Bomberman so popular. 
The Bombermen meet in a dreamlike amusement 
park, which is the setting of Bomberman Fantasy 
Race. All of your favorites are back from previous 
Bomberman titles, 
such as Black and eae 
White Bomberman, 1 
as well as vehicles 
like Tira and Louie. 
When your charac- 
ters are riding on 


> Bomberman Fantasy 
Race has a variety of 
tracks, each with its 
own unique scenery. 


> You wager 
collected coins in 
two-player mode 
against both the 
computer and 
your friends. 


these vehicles, 
they can use 
the vehicles’ abilities to help them win first 
place in the races. The vehicles can make 
skillful jumps and they possess excellent cor- 
nering abilities. They also have dashing abili- 
ties and can use bombs to impede your 
opponents (sound familiar?). 

You can pick up item cards left on the 
courses, giving you power-ups as you race 
on to victory. If you do win, you can go on to 
the “Bomberman Coin Collecting” stage. All 
collected coins from this stage are then 
wagered in a split-screen two-player mode. 
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TOP 10 SELLERS 
- JAPAN [at press time 


dily Japanese Releases 


ae Stud 2 

Romance of the Three Kingdoms V. 
Fire Panic... 

Poy Poy 2: Sodom’s Conspiracy 
Young Lady Express. 

Heartthrob After School... 

Let's Play Cards! ............ 
Monster Capsule Breed & Battle... 
Real Powerful Pro Baseball ‘98 
Sentimental Journey 

Explosive Driving Brothers Let's & Go!! 


Hard Boiled 
Echo Night. 
Godzilla: Trading Battle 
= 1. TEKKEN3 Hello Charlie! ........csscssssssssse 
ae 26; Lady Pro Wrestling All Stars 
Over Blood 2. 
— 2. PARASITE EVE Office of Temptation: Love Division... 


Square; released March 29; 
copies sold: 632,467 


NEW JAPAN PRO WRESTLING 3 
Tomy; released March 26; 
copies sold: 129,579 


GRAN TURISMO 

SCEI; released December 23; copies 
sold: 76,155 (in last 2 weeks), 
1,666,102 total 


REBUS 
Atlus; released March 26; 
copies sold: 60,744 


RESIDENT EVIL 2 
Capcom; released January 29; copies 
sold: 41,238 (in last 2 weeks), 


ey 5. 


RR 6. 


Rival Schools 
River Fishing: Searching for a Secret Place 
Shake Kids 


Chibi 
STAR OCEAN 
SECOND STORY 
The latest RPG from 
Enix is the sequel to 
the Super NES title 
Star Ocean. Star 
Ocean: Second Story 


1,814,423 total employs a “Eyl 
4 7. TOKIMEKI MEMORIAL Motion Real Battle” sys- 
DRAMA SERIES VOL. 2 tem, replacing the anti- 
Konami; released March 26; 
copies sold: 35,160 POY POY 2 
A 8. HAJIME KANEDA BOY Poy Poy 2 is the type of 
INCIDENT RECORD 


SME; released February 26; 
copies sold: 34,461 


TENCHU 
SME; released February 26; copies sold: 
32,646 (in last 2 weeks), 187,448 total 


FINAL FANTASY V 
Square; released March 19; copies sold: 
30,863 (in last 2 weeks), 82,242 total 


Fi, 9. 
af 10. 


©1997 TOKUMA SHOTEN Co,, Ltd. INTERMEDIA COMPANY 


game that otaku just 

can't get enough of. The 

game boasts nine new 
characters: DD, Ten Ten, 

Apache, Yamada Yama, Deco, 

Shane, Cutey, Bull, and 

Sanpei. And instead of 

only having a flat surface, 

the playing field has varying elevations. 


PUBLISHER 


mite : 


GENRE 


Simulation... 
..simulation ... 


Top July Picks 


quated “Full Motion Active Battle.” It is 
also the first title to use a “double hero” 
system, in which you can choose two of 
the three characters: Laty, Cleod, or Lena. 
The system lets you enjoy two different 
stories simultaneously! As with most 
Japanese RPGs, a lot of text is involved, 
but this is a title worth checking out. It may 
just give us a hint as to how good Dragon- 
quest VII might look! 


This gives a big advantage to those players 
throwing things from higher places! Two 
teams of two players can also face off 
against the computer in a brand-new 
mode. Lastly, each character can use the 
power of the glove to do super moves. 
Unlike the first Poy Poy, if you don't use 
the glove enough, you'll never adapt to it. 
Characters can use their gloves in sync 
with each other too, producing an even 
more powerful effect. WWOO-HOO! 


A Enix’s special RPG touch is apparent 
in SOSS. Check out that detail! 


4. Don’t worry—Poy Poy 2 has plenty 
of reheated lel c 


ibis Terms 


Ossu! | have this space every month to teach you Japanese game terms, so you 
can get more out of your Japanese magazines and games! This month | showcase 
some RPG terms for those Square, Enix, or Capcom titles. These games are 
extremely text-heavy, so here are some of the most common phrases. 


reberu : tates. saan! shield, buckler : fal 
#4 Yb _ Nitto pointo. hit points i ae bougu ..protective equipment : 8 
* 7-4 Yb majikku pointo.........magic points : ¢3 yoroi..... ..Suit of armor : Sih 
etal KeiKenchi «0... esses experience ; 3&—R SOUKOU.......... armoring : AT 
points : Baik mahou.......... magic : Bt 
Ren MAMONO ......eesseeeeeee demon, devil : Bia shoukan........ summon ig 
Ey kaibutsu....... monster :YvYay  darijon........... dungeon : HA MIZUUM I... ee-oeseeess lake 
EVAS— monsutaa ... ..monster i takara... treasure 2 JI Kawa... .TIVer 
DVYDay QUIIION esac griffon ka houseki......... gem, jewel Ph ike... ..pond 
T—vA QOOPEMU...sseccssecsnsess golem : yubiwa........ ring i SHS kaiwa-suru.. converse 
eae doragon .. ..dragon i : SNH _— shiraberu.............. inspect, examine 
mes DUKE errr ..weapon = 25 i A= KOKUOgenstvena king 
ta kabtito: 2) tenes: helmet : 7k i kE OOU SO eee queen 
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YI 


Metal Gear Solid Controls 


know all you otak D-PAD 


eagerly awaiting 


items, they can be quickly de { 


R1/R2: WEAPON SELECT 


a Rt uttor 1 Tato you are 
KI deselected. 


ae. spirits of the deceased 


s+ 
sengers are to wander the 


Echo Night 


dark halls of the ship. 


- rom Software, which 
has developed the 
King’s Field series, Armored 
Core, and Shadow Tower, will 
keep true to its adventure 
roots with its latest title, Echo 
Night. Due out this month for 

_the PlayStation, the game cen- 
ters around a_ shipwrecked 

i) passenger ship that has been missing for a long, long time. 

The hero of the story, who was locked up in the ship 
Orpheus, investigates the cause of the wreckage and search- 
es the inside of the huge boat in order to find a way to return 
to the real world, You must solve various riddles to progress 
through the game. Events occur within specific time zones as 
well, so the development of the trip can change depending on 
which zone you are in. 

The two most-touted features of the title include the Notes 
function, which keeps a written log of whatever conversations 
you have, and an Auto Map, which automatically 
keeps a visual record of all the areas your character 
has visited, Both the Notes and the Auto Map can Be : 

hs referred to at any time. 

Echo Nights different from most adventure titles 

in that you are in a confined space. The atmosphere 

of the ship is dark and gloomy, with plenty of 
ghosts and other surprises to keep you busy. This _, 
title could definitely be one to keep an eye out for. 


This enables you 


and you can use it in 
The pad is also used durin 


You can only use this if the Analog Mode switch is 
on. This has the same functions as the D-Pad with no 
additional functions. 


START, SELECT, AND ANALOG BUTTONS 
START pauses the game, SELECT changes the game 
to Radio Mode (to talk with your contacts), and the 
Analog Button switches control to the stick. 


Art Truck Battle 


e to change your direction. 
‘item selection. 


| ping this button rapidly produces combos. _ 


X BUTTON: ACTION : 
__ This button enables Snake to punch. Tap- 


At first, this button can be easy to confuse 
with the Weapon Button. : 


CIRCLE BUTTONsCRAWL 
Under normal conditions, the ci 
will cause you to crouch. If yo 
button down, you can use the 
crawl around on the ground. — 


: SQUARE BUTTON: 
will be equipped. LEFT STICK: : : WEAPON, THROW, OR STRANGLE 
‘ou are equipping SNAKE'S MOVEM VIEWPOINT CHANGE This will discharge your weapon When a Weapon is — 


equipped. If you have no weapon, you will throw, or 
strangle an enemy if you catch him by surprise. 


TRIANGLE BUTTON: 


ae n Human’s Dual-Shock-compatible 
racing title Art Truck Battle, you can 
decorate and race your “outlaw” trucks on the 
highways of Japan! If you encounter traffic 
jams or rival trucks, you can attack these prob- 
lems with your high-decibel horn, by yelling 
“Get off of the road, IDIOT!” in your micro- 
phone, or just by ramming your truck into 
them. If you transport your cargo safely, you'll 
receive a reward with which you can further 
soup up your rig. Your goal is to be the baddest- 
ass trucker in all of Japan, and you compete for 
this honor in four modes. 

In National Championship mode, you outfit 
your otherwise normal truck with over 200 
parts in the Shop, and finish off your creation 
with art designs by “truck art” master Misao 
Sekiguchi. You race against other truckers, and 

if you win you'll 
acquire battle points, 


MODE... 


THE OPEN 
ROAD IS CALLING 
Me! BUT | DON'T KNOW 
ABOUT THIS “FLOWER 
ARRANGEMENT” 


FIRST-PERSON MODE SWITCH 
This button keeps you in first-person mode as long as 
you hold it down. L1 makes you look left, R1 makes. 
you look right. In this mode, you can analyze items. 


» No one will mess 
a 

scorpion painted on 
your fruck...right? 


which are used to 
improve your truck. 
The better your 
truck is, the easier 
it is to trounce the other chump truckers. 

You can enjoy stories involving three truck- 
ers in the Men's Flower Arrangement mode. 
The first story traces the adventures of the 
hero Bunjiro as he travels on the “Dream- 
Chasing Highway of the Northern Provinces. ” 
In the “Fire Dance” story, the hero is Bunjiro’s 
rival Okura. Details are unknown on the “Tale 
of Travelling down through Japan” story. Fel- 
low otaku, let me tell you, this stuff is wacked. 

Finally, there is the Battle of the Brains 
mode, in which you set your truck's personality, 
mental faculties, and logic, then race against 
the computer or your friends. 

The trucker is seen as somewhat of a rebel 

in Japan, akin to Hell's Angels motorcyclists in 
the U.S. In a country where most peo- 
ple travel by subway, the call of the 

open road is seen as a very adven- 

turous path to follow. Art Truck 

Battle could very well be consid- 
ered too much of a niche title for the 
States, but if you're into trucks you 
may want to check this one out. 


Nani I 
T¥-Nin& cools out 


Cybernetic Empire 


Dp eveloped by Wolfteam and pub- 
lished by Nihon Telenet, Cyber- 
netic Empire looks to be an impressive 
title for the PlayStation. Set in the year 
_ 20XX, Japan's metropolitan governmen- 
tal control has moved to local cities, and 
_ the former big city of Tokyo has changed 
into a corrupt city without nationality. 


Over time, Tokyo became caught in a 
vortex of dark ambition. The Japanese 
government decided to solve the prob- 
lem by formulating “Project Circle”. 
Tokyo immediately showed promise, but 
then the “CUBE” was brought in from 
Turkey and Siberia to the gigantic con- 
glomerate research facility towering over 
the center of the city. The CUBE spun 
around, the vortex of ambition returned, 


and everything started leading up toward 
a final battle. 

Akihito Yoshitomi, whose “Eatman” 
strip is currently published in Dengeki Js 
Comic Gao!, did the backgrounds and 
character designs for the hero and hero- 
ine, Max and Nina. His cyber-sensibility 
lends itself well to this futuristic 3-D 
action-adventure game. There is no word 
of a release date at this time. 


i 
; 
f 
| 
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Cc: hou sugoi de!!! | had the unique 
opportunity to test Macross Digital 
Mission VF-X 2, now 10% complete. | can 
assure you that this game is the MACK!!! 
Despite the fact that this is an early ver- 
. _ sion, transformations of the Valkyrie fighters 
4 were smooth as butter. The Valkyries are 
extremely detailed, and have an awesome 
\ array of weaponry. So far, VF-X2 has three 
\ types of guns, two defenses, five super 
weapons, and a Grappling-Punch! 
The triangle button selects your super 
weapon, and the circle button fires the 
Nuclear Bomb, Mega Bazooka, Missile, 
Scatter Missile, or Rocket Launcher, as well 
as the defensive Chaff. Nuclear Bombs will 
take out a wide area and will probably be 
limited in quantity. Mega Bazookas “power- 
up” into huge balls of energy, which you fire 
at an opponent. Scatter Missiles are single 
missiles that break 


A For obvious reasons, the Nuclear Bomb 
has an extremely large radius of damage. 


off into tinier heat- The amount of detail 
7 arn on the Valkyries is 
seeking missiles, ebeckctaly cocsel 


which scatter in all directions (a true Macross trait)! Your 
Rocket Launcher will fire a single rocket at what- 
ever your target is locked on to, but it isn't heat- 

bs 


seeking. At this stage of development, nor- 
mal Missiles couldn't be selected. 

Guns include the perennial Gun Pod, 
the HS Gatling Cannon, and a Laser. The 
square button selects your gun, and the X | 
button fires it. These buttons are also used 
when choosing and employing your Grap- 
pling Punch, as well as your transparent 
Barrier. Your ship tracks 
enemy aircraft with a 
red line that extends 
from your ship to theirs. 
Guns and — super 
weapons “lock on” 
when a second blue line 
stretching from your 
Valkyrie matches where 
the enemy's ship is. 


Then all you need to dO 4 the vF-22 Sturmvogel Il “locks on” 
is pull the trigger! and charges up its Mega Bazooka, 


~S 


blast of energy, and... 


payonara, 


Did you enjoy your meal? Oishikatta? Chibi and 

| have been perfecting our cooking skills to the 
point where we plan to challenge Cooking 
Fighter Hao! Bring your appetites next month 
for more scrumptious morsels, and make sure 
to bring your friends. Until next month, jyaa ne! 


Macross Digital M 


4 When it's fully charged it releases a 


Ose‘ 


— 


as Davia ere 


ssion VEN 2 


A This latest title has lots more 4A VF-1 X-Plus Valkyrie blasts 4 Note the flying shell casings 
missiles and cool vapor trails to one target with its Laser while as you shell your enemies wi 
keep Macross fans in ecstasy. simultaneously tracking another. an HS Gatling Cannon! 


The VF-1 X-Plus Valkyrie and the VF-22 Sturmvogel |I were the only playable 
Valkyries at this point, but the VF-11B Thunderbolt, VF-17D Nightmare, VF-19A 
Excalibur, and the VA-3M Invader will be included for the final version. Bandai con- 
firms that this title will be out in Japan by late February of 1999. A U.S. release has 
not been confirmed yet, but since Robotech: Crystal Dreams (GameTek) is com- 
ing out for the N64 and Macross was the biggest anime license to hit U.S. TV, 
Bandai would be extremely foolish not to bring this to our market. 


DASH? *ENDSTG 1 
ALT ia 
ais 


HIKARU 
ICHIIO, EAT 
YOUR HEART 
OUT! WITH THIS 
GAME AND THESE 
DUDS, /’M GONNA 
LEAD SKULL 
SQUADRON! 


4 Here a Valkerie barely escapes a blast from a Destroid 


Phalanx. By the way, those red dots on the screen are 
Chaff used to confuse the enemy's radar detection. 


A ...KABLAMI!! One less enemy to 
worry about! 


rey 


a 


I'M OFF TO 
NIHON TO GET ALL 
THE LATEST NEWS, 
BUT I'LL BE BACK 
AGAIN NEXT MONTH! 
JVYAA NE! 
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elpre the days of stain-free carpets, earplug and the 


thir were generally quite® 
cru WwW hat with’ the slow at Ww. it and thie wéak of lke 


spilling their guts on a daily-basis, sire you can imagine ~~ 
i g 


EIDOS-HINT LINE 1-900-773- 4367. Cost of call $0. a5 ite. Must bel8 years or havé parent's permission. 
Touch-tone required. rn 


a 


Sena enemies off in a Dragon’s bile 
blaze of gory 3-D detail. 


Splatter your way through 10 torturous levels 
__of mazes, corridors, dungeons, and traps. 


Vex or ventilate 55 contrary denizens including 
Orcs, Dragons, Mummies and Zombies. 


p lay online with up to 4 mutually 
‘demented peers (pe version only). 


the érim fin youve missed, Now it’s tinie for your bath. 


So plunge on in or look away; but make up your, mind. 


While you still have a choice. 


Ww.deathtrapdangeon.com -: os 2 Y u’ve been warned. 


PlayStation . 


©1997 Eidos “Deathtrap Dungeon and Eidos are trademarké of Eidos, Plc. PlayStation and the PlayStation logo are .gadgmarks of Sony 
Computer Entertainment’inc. 4 
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PlayStation 


GAMES REVIEWED 
THIS WIONTH & 


- a a a. (is we me 
ererrrTa 8 
so eee 
Ci 0 —S>l( oP 
aS 


These are the ci 
most important 
is rated on a scale from 1 to 5. 


jories that we think are 
n rating a game. Each 


aa ferecer - fisroay.— |ISTWEEK | = Se 


AME vs SUM M. 


This is the 
Game 
Summary. 
It’s kind of 
like “Cliff's 
HI i hel 
all you lazy 
types who 
won't read 
the whole 
review. 


RY 


With our Replay Chart, you can see the potential lifespan of a 
game at a glance! Some games are great fun at first, but 
quickly wear thin. Others are tough to get into, but really take 
off if you stick with ‘em. A 5 means that you will be playing it 


non-stop, while a 1 means its practically in the closet. 


e here at PSM want you to know that we take 
our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take ‘em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
| would we be? 
| To summarize a game's overall worth, we use the 
traditional “five-star” ratings scale. If we give a game a 
full five stars, it's our guarantee that you can’t go wrong 
with it, So go out there and pick it up! 


NHAT 


@ A PlayStation classic that no fan should be without. 


Acan't-miss game, no matter who you are! 


ROOTING 


i | 


THE 


Areally well-done game. If you're a fan of the genre, 
you should definitely check this one out. 


but it has some redeeming qualities, as well. 


© A pretty good game. It has its share of rough spots, 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don’t bother. 


Don't even make eye-contact with this one— 
it's not worth one second of your time. 


| Dead or Alive G6 


== \hese are our ratings for 
* / some of the games released 


over the past several months. 
Check ‘em out for any titles you 
may have missed! 


Alundra G36 

Arc.’s Gr. Hits: Atari Col. 2 1/2 
Auto Destruct 6061/2 

Blasto GO 

Bloody Roar S35 
Breath of Fire Ill G1/2 
Broken Sword 9 1/2 
Cardinal Syn @@ 

Cool Boarders 2 666 1/2 
Courier Crisis 1/2 
Crash Bandicoot 2 


Deathtrap Dungeon && 
Diablo 6661/2 


Bragon Ball GT Final Bout ok 
Duke Nukem: TM 060 
Einhander 
Fantastic Four 1/2 

FIFA ‘98 €t5631/2 

Final Fantasy Tactics G00 
Forsaken 660 
Frogger 

Gex: Enter the Gecko && 
HotShots Golf ¢ 
Jet Moto 2 56 
Judge Dredd & 
Lode Runner 1/2 
Mega Man Legends 006 
Micro Machines V3 

MK Mythologies: Sub Zero 01/2 
MLB '99 660 

Monopoly 1/2 

Monster Rancher 1/2 

Nag. Winter Olympics ‘98 31/2 
NBA: In The Zone '98 Gs 

NBA Live ‘98 & 
BA Shootout ‘98 €1/2 
aie March Madness ‘98 63 


SOC 


NCAA GameBreaker '98 GO 
NFS III: Hot Pursuit 6931/2 
Need For Speed: V-Rally 1/2 
Newman/Haas Racing 1/2 
NHL '98 O63 
Pitfall 3-D & 
Punky Skunk 6 
Rampage World Tour 1/2 
Red Asphalt OOO 
esident Evil 2 66606 
Riven 0 
Saga Frontier 61/2 
San Francisco Rush 6% 
Shadow Master &1/2 
Spawn The Eternal 1/2 
Speed Racer (3 
Tekken 3 G6006 
Test Drive 4 
Theme Hospital G@O0@ 
Tomb Raider 2 GGG 
Triple Play ‘99 GO@ 
VR Sp. Powerboat Racing 31/2 
WCW Nitro S&S 
X-Men: COT, elie 
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2/20 1st. 


jotak Time. 
2: 48-397 © 
Lap? Time 
G:.8bO 
1 Borie. te 


Ntiere, 


The third-person camera perspective enables you to view your powerslides in all 
their glory, and is better for bouncing off other cars. Smoke those tires, baby! 


AFTER MONTHS OF ENDLESS HYPE, 
GRAN TURISMO FINALLY DELIVERS IN STYLE 


ran Turismo is split into two main modes: Arcade and 

Simulation. Arcade mode is essentially a great introduction, 
featuring a variety of stock Japanese street cars and four tracks. 
Finish them, and four more tracks are opened. Finish those, and yet 
more goodies become available. The Arcade mode is truly fun, and 
even if it was all Gran Turismo had to offer, it would still be one of the best 
PlayStation racing games. But there's far more to Gran Turismo than that. 

It's in Simulation mode where 
Gran Turismo shows itself as the great- 
est racing game yet seen. It's 
incredibly deep, featuring 187 
licensed cars. Each is a 
faithful recreation of its 
real-life counterpart, right 
down to the authentic 

factory colors, specs, 
and model history. The 
featured car makers include 
Honda, Acura, Mazda, Subaru, 
Toyota, Nissan, Mitsubishi, Chevrolet, Dodge, TVR, and Aston Martin. A fantastic 
range of cars from each manufacturer is offered—from basic street cars like the 
Honda Accord to amazing specialized racing cars like the Toyota Castrol Supra GT. 
You start out with 10,000 game credits to buy a car, but before the racing begins, 
you first have to pass an eight-stage license driving test. Because Gran Turismo is 
so amazingly realistic, dri- 
ving it is very tough. By 
passing the test, you 
essentially learn the skills 
required to drive the 
game's cars without crash- 
ing. Each championship 
| comprises a number of 
separate races. The higher 
| your final position in each 
race, the more points and— 
most — importantly—the 
more credits you earn. To 
win a championship, you 


The game is best driven 
in first person perspec- 
tive. Here’s the rush for 


8 
73 the first corner. Pop quiz: 2 Cars don’t get damaged, 
‘Ss, do you overtake on the so you can do stupid things 


inside or the outside? 0 82 like pulling the p-brake as 
f@in/ you cross the finish line. 


The physics in the arcade mode allow for some outrageous 
maneuvers—here’s the Supra getting some serious air. 


simply have to score more points than the computer- 
controlled drivers. If you win, you also receive a bonus car. 
They're special cars that you can't normally buy in the game. 
You can spend credits on new cars or modifying the ones you own. 
Gran Turismo looks amazing. The track and car models are incred- 
ibly smooth, and the outstanding details make the game look almost real. The replay 
modes are jaw-dropping—they look like you're watching TV. Sound is also excellent. 
But it's the gameplay where Gran Turismo really shines. The physics are superb— 
the cars have weight and behave completely realistically. In fact, the challenge in 
Gran Turismo comes from its realism. It's certainly a tough game to master, and it 
requires a lot of effort to learn how to get the best out of it. But if you're prepared 
to put in the time, you'll be rewarded with the greatest racing experience yet seen. 
If you're a racing fan, this is an absolutely essential purchase. 


JAS MSE RE AK OWN 


SOUND | 
CONTROL 
INNOVATION | 


TSHHOUR™ "[ISTDAY [VST WERK 


GAME * SUMMARY 


©, LNBELIEVABLY DEEP—1B7 cars, | TRACKS, AND 17 - THE DUAL SHOCK EFFECTS ARE VERY WELL DONE 

DIFFERENT CHAMPIONSHIP RAGES © THE TWO-PLAVER MODE 18 JUST ONE-ON-ONE, WT NO 
©. AMAZING GRAPHICS AND PHYSICS MAKE THIS THE MOST COMPUTER CARS 

REALISTIC RACING EXPERIENCE EVER 7 [T'S INCREDIBLY CHALLENGING—RAGING NOVICES MAY 
© THERE'S SO MUCH IN THIS GAME, IT WILL TAKE MONTHS FIND IT TOO TOUGH 

TOGET THROUGH ALL OF IT 


[SND WERE) TSTIMONTH ANGI MONTE 
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Whoopee Camp 


Adventure/Platform 


‘ It’s Tomba versus 

‘| thousands of pink € 
demon pigs! Those pigs 
) always make us smile. 


COULD TOMBA BE THE SLEEPER HIT OF THE SUMMER? 
[t) e played the heck out of the Japanese version of Tomba several months 

ago and loved every minute. Our addiction was solely based on the tight 
platforming gameplay, as the crucial story line was told through Japanese text. Now 
that we've been playing the U.S. version, the depth and charm of the whimsical 
story has impressed us just as much as the gameplay did months ago. 

You play as the pink-haired Tomba. Tomba’s golden bracelet has been stolen by 
the Demon Pigs, who have taken over his world. This simple preface starts the mas- 
sively long adventure ahead. It doesn’t take very long to get sidetracked, but the 
countless sub-quests are what this game is all about. As you platform your way 
through an area, you will stumble onto new quests while completing others (often 
without realizing it). You'll have to complete some quests before you can move on 
to the next area, while a large number will send you backtracking through previous 
levels. This set up makes you play through an area several times, each in a slightly 


different way. The story and quests are all told through simple conversation with the 
local population, nicely breaking up the platform elements. Tomba has an abun- 


MEE apcom has always done an impressive job porting its arcade hits over to 
se tne comparatively less powerful PlayStation, but with X-Men vs. Street 
Fighter i it looks like the company, and the PlayStation, have finally met their match. 

X-Men vs. Street Fighter uses the same basic fighting engine found in Capcom's 
X-Men: COTA and Marvel Superheroes, so you can look forward to super-jumps, 
crazy air combos, and tons of flamboyant special moves. You can choose from a 
total of 17 different characters, including the ever-elusive Akuma, so finding a 
favorite character should be no problem for any Street Fighter fan. 

As always, the character designs are wonderful, but this time, the animations 
are a bit rough and jumpy, lacking some of that cartoon-like smoothness of earlier 
Street Fighter ports. This is more noticeable when you have some of the larger 


| of 
Peoverto” jane 


dance of items to search out, and you keep learning new skills throughout the entire 
course of the game. This helps to always keep the action fresh, and provides you 
with ways to explore previously unreachable areas. 

Tombais a 2-D game, but many of the backgrounds and environments are polyg- 
onal. However, 3-D motion is simulated by the ability to move Tomba in and out of 
the screen at certain spots. This type of engine seems limiting in 
today’s 3-D crazy industry, Tomba has some examples of great 
level design. Each of the bright and cartoony stages has its 
own look and challenge, and the enjoyable characters all 
move with smooth animations. Even the music is great, with 
. simple but catchy tunes that loop over and over, reminding 
\ us of the music from some of the old 8- and 16-bit games 
ist of yesteryear. You'll hum the songs all day while anticipating 
the gaming session that awaits when you eventually get home. 

Let's just put it like this: Tomba is pure fun! 


TST HOURS) |1ST DAY fi" [1ST WEEK 


GAME * SUMMARY 


A. TIGHT, DEAD-ON CONTROL AND EXCELLENT LEVEL A. GREAT, MEMORABLE, HAPPY MUSIC THAT NEVER LEAVES 
DESIGN MAKE FOR GREAT GAMEPLAY ONCE IT HAS ENTERED YOUR HEAD 

& APPEALS TD A YOUNGER AUDIENCE, BUT IT'S NOT JUST - A. THE GAME STRUCTURE AND STORYLINE WILL KEEP YOU 
KOS > INTERESTED LATE INTO THE NIGHT 


FIND WEEK} 1ST) MONTH |}2ND/MONTH 


Fighting 


Capcom had to leave out the 
best feature of the arcade 
game—the tag-team mode. This 
omission really hurts the port. 


characters on the screen. The game also has a little bit of slowdown from time to 
time, occurring most often when both players execute extremely flashy special 
moves like Team-Up Attacks. 

The worst news, however, is that Capcom was forced to leave out the main fea- 
ture that made X-Men vs. Street Fighter somewhat unique—the tag-team mode. 
The PlayStation simply doesn’t have enough RAM space to store all those frames 
of animation. You can still select two characters to play with, but the second char- 
acter only shows up when a Tag-Team Super Move or Counter is executed. You 
can't freely switch between the characters like you could in the arcade version. 

Needless to say, X-Men vs. Street Fighter is far from a perfect arcade conver- 
sion. The removal of its main innovative aspect really hurts it and makes us think that 
Capcom should have never ported the game over in the first place. Street Fighter 
fans can still enjoy it, but if you are looking for accurate arcade conversions, then you 
just might want to wait until Street Fighter Collection: Volume 2 is released. 


NAL SCORE: 


THIS ARCADE PORT LEAVES MUCH TO BE DESIRED. 
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Malofilm Interactive 


3-D Platformer 


Jersey Devil (not to be mis- 
taken with the real New Jersey 
folk tale) is a fun 3-D plat- 
former. Shame it couldn’t inject 


B he Jersey Devil is a very cool, bold character who looks like he's just itch- 
ing for his own Saturday morning TV show. A well-produced animated 
introduction sets up the plot—an evil scientist wants to rule the world with mutant 
vegetables, and a vigilante devil is out to stop him. 

This game borrows from every conceivable platformer out there—whether it be 
character actions or level design, you've probably seen it somewhere before. The 
Jersey Devil spin-attacks and crushes small crates just like Crash, runs and climbs 
like Lara Croft, and even sounds a bit like Croc. The only truly original feature the 
Jersey Devil can brag about is his ability to unfold his wings to glide around the lev- 
els. And like the other games, the idea is exactly the same: go through each of the 
levels, collecting items for extra lives (in this case, pumpkins) and attacking any 
enemy that gets in your way. At the end of the level, you meet up with the evil sci- 
entist and do battle with his henchman. 

One of the necessities of 3-D platformers is the ability to survey your 
surroundings. In Jersey Devil, you can look around by holding the shoul- 
der buttons, but you cannot look up or down—an omission that causes 
a lot of problems when trying to find hidden platforms and items. 

In style, Jersey Devil sends off mixed messages. On the one 
hand, he's a dark, gritty, moody superhero, with a soundtrack to 
match. Kind of a cross between The Shadow and Batman. On the 
other hand, the game uses goofy, “squash-and-stretch” ani- 
mation and cartoonish “slide-whistle” sound effects. It's dif- 
ficult to figure out the designers’ intentions. 

But as a platformer, it's a very tight-playing game that could 
have given Crash Bandicoot a run for the money, if only a bit more 
originality was thrown into the mix. It's a game that's chock-full of 
deja vu, but if you can stand all the gameplay cliches then you'll 
probably find a lot to like in Jersey Devil. 


FAMILIARITY IS THE NAME OF THIS GAME, NOT 0 


some new ideas into the genre. 


Sentinel Returns 
WHO? WHAT? WHERE? WHY7!? 


F=9q ack in the mid ‘80s, a game called Sentinel gained cult status among com- 
puter users for its innovative 3-D graphics, suspenseful mood, and deep 
strategic gameplay. Now Psygnosis has updated the game as Sentinel Returns, and 
well, we've seen better. 

The first problem you'll find with Sentinel Returns is its deliberately vague game- 
play. Once you pass that hurdle and get a feel for how the game is played (which 
can take a while), you then realize that it's just not that much fun. The goal is to trans- 
fer your consciousness between robots that you build until you are on high enough 
ground to take over the boss of each level—the Sentinel. The only catch is that you 
must stay out of the view of the Sentinel (which is constantly rotating) or it will drain 
your power. Overall, the surreal premise and eerie music (by filmmaker John 
Carpenter) are a good start for an involving and unique game, but Sentinel Returns 
soon takes a turn for the worse due to some major problems. 


Puzzle/Strategy 


This is really what the 
graphics are like. Is it any 
wonder we couldn’t ever 
figure out which way the 
Sentinel was looking? 


First of all, the graphics are awful. These graphics are bad by first-generation 
PlayStation standards. Heck, they even make most Yaroze games look good. 


f Well, a game can get by with bad graphics, but the control is also a mess. Even 


with a mouse, navigation is trying at best. You will become disoriented several 
times during each level—even after you have some experience. If you don't have 
a mouse and you have to play with the standard controller, get ready for some seri- 
ous frustration. Especially since, with the poor graphics, you never really 
Bm know which direction the Sentinel is looking (you sort of have to “guessti- 
» mate”). We won't even get into the ridiculous load times, at times sur- 
passing one minute between levels... Believe us, it's not worth the wait. 
It's actually kinda sad that the developers dropped the ball so badly on 
this game, because at its heart is an almost-addictive 3-D puzzle/strategy game. 
Hookstone may have had the best of intentions, but unfortunately, Sentinel! 
B Returns just doesn’t make the cut. 


PSMoteBREAK DOWN 


IsTHOUR | 1ST DAY 


GAME * SUMMARY 


HORRIBLE, HORRIBLE GRAPHICS Y Did WE MENTION THAT THE GRAPHICS ARE REALLY BAD? 
EXTREMELY LONG LOAD TIMES (SOMETIMES REACHING THE CONTROL IS EXTREMELY AWKWARD 
Gill SECONDS BETWEEN LEVELS) 7 MAN, THOSE GRAPHICS JUST SUCK 


[IST WEEK |2ND WEEK {ist MONTH |2ND MONTH 


DEFINITELY DIFFERENT, JUST NOT DONE WELL AT ALL 
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Fighting 


Mortal Kombat fans will 
love the blood and gore in 
Bio F.R.E.A.K.S. 


or those of you unlucky enough to have played it, you may recall a dismal 
Midway game by the name of War Gods. Granted, the game was bad on 
pretty much all counts, but it did teach Midway a little bit about developing 3-D fight- 
ing games, The company has used this experience to create Bio FR.E.A.K.S., the 
company’s latest, and perhaps its bloodiest, polygonal brawler. 

Bio FR.E.A.K.S. features a total of ten different characters, two 
of which are hidden, ranging from a female bounty hunter to a 
gruesome selection of synthoids. Employing a new process called 
“soft-skin texture mapping,” the developers were able to design 
complex yet seamless polygonal models for each of the 


fighters, giving them an extremely realistic look. They are a 
some of the most detailed characters on the PlayStation. [- 
Game controls closely resemble the Mortal Kombat 


standard, with two buttons devoted to punches and two 
more for kicks. Blocking, however, is handled by holding 


World Cup ‘48 


A FUN GAME, BUT IS IT REALLY THAT MUCH DIFFERENT? 


fy) orld Cup ‘98 is nothing more than FIFA Road to World Cup ‘98 (reviewed 
Feb. 1998, issue 6) with a facelift and a few tweaks. This isn’t such a bad 
thing since FIFA ‘98 is the best soccer game for the PlayStation, but the question is 
whether or not the minor changes make World Cup ’98 an even better game. It is, 
at the very least, impossible to talk about one without mentioning the other. 

Sadly, a bit of FIFA’s depth has been eliminated in World Cup ‘98 with the 
removal of a few elements—like League play, most of the custom features for 
teams and players, and player trades. World Cup also has significantly less teams to 
play as. Of course, only so many teams can compete in a World Cup game, but FIFA 
‘98 has all the teams plus its own World Cup mode. World Cup ‘98 has just Friendly, 
World Cup, and Classic mode (in which you can play in a legendary match from the 
past). However, you may forgive the reduction in game depth because several addi- 


PS MEE RE AK’ OW 
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TST HOUR! [IST DAY!" [1ST WEEK> “|2ND WEEK [ISUMONTH [2ND MONTH 


GAME * SUMMARY 


SEVERAL TWEAKS MAKE FOR (ONE OF THE BEST PLAVING NEVER-ENDING FUN WHEN PLAYING WITH UP 10 SEVEN 
SOCCER EXPERIENCES ON THE PLAYSTATION OTHER PLAYERS AND A MULTI-TAP 


©. HISTORY AND TRIVIA QUESTIONS ARE NICE TOUCHES W IT's BASICALLY Just FIFA’S8, ONLY. WITHOUT ALL 
2 STATS ARE IMMENSE AND ACCURATE THE TEAMS OR AS MANY CUSTOM FEATURES 


back on the directional pad. You use two side-step buttons to navigate the 3-D are- 
nas, and there are separate buttons for weapons and flying. Unfortunately, Midway 
decided to stick with the infamous “diala-combo" system, but it does take a bit of 
skill and timing to pull off the longer, more damaging combos. For the most part, 


, characters are also fairly balanced and control extremely well. 


The only major faults in Bio FR.E.A.K.S. would have to be the overall difficulty of 
the computer-controlled characters and the bad design of the game's weapon sys- 
tem. First off, the difficulty level of the computer characters is too high, and certain 
to frustrate some players. Secondly, by merely hitting the R1 button, your opponent 
can use his character's projectile weapons over and over again. You can block them, 


. but it still gets annoying fighting against players who simply rely on the weapons. 


Those two major faults aside, Bio FA.E.A.K.S. can actually be pretty fun. It prob- 
ably won't appeal to Tekken or Street Fighter players, but Mortal Kombat fans will 
love the gratuitous blood and gore coupled with the familiar gameplay. 
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‘GAME * "SUMMARY 


)) Soccer/Sports 


Graphics are as clean as FIFA 
: 98, but small changes make it 
a slightly more refined game 
| (like visual indicators being a 
part of the default settings). 


tions and improvements make World Cup the better game in other areas. 

FIFA ‘98 sports the smoothest animations and soccer action for the legendary 
EA franchise, but it suffers slightly from sluggish moments in gameplay. This has 
been somewhat improved in World Cup ‘98 with the addition of a new game speed 
option and minor engine tweaks. Possibly the biggest change in the control depart- 
ment—f not in the entire game—is an analog setting, making World Cup ‘98 the 
only PlayStation soccer game with analog control. This alone makes for a smoother, 
tighter-playing game. The computer intelligence has been also reworked, and it 
shows in better goalie response and the ease with which you can build plays. Also, 
the offsides logic is more realistic, and not nearly as annoying as its predecessor. 
Other improvements include some new moves, management control on-the-fly dur- 
ing matches, and challenging soccer trivia during halftime. These are all welcome, 
but should owners of FIFA ‘98 run out and pick up World Cup ‘98? Probably not, 
unless you're a total FIFA freak. As a matter of fact, the improvements don’t really 
outweigh what was lost. Either title is worth your dollar, but not both. 
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Azure Dreams : 


Since the tower in Azure 
Dream is randomly gener- 


ated, the game has far 
| more replay value than 
most other RPGs. 


IT'S YOUR STANDARD RPG, BLIT 
WITH A LITTLE INNOVATION THROWN IN... 


o far, Konami has been on a hot streak with its RPG releases. Both 
Suikoden and Vandal Hearts were excellent titles, and while Azure Dreams 
doesn't entirely measure up, it is still a good RPG in its own right. 

_ Graphically, Azure Dreams is adequate but not quite as visually appealing as 
“most players would hope. Characters are quite blocky, as are the game's rather 
simplistic environments. You'll get used to it after a while, but some gamers won't 
want to after seeing the visuals in other recent role-playing games, such as 
Square's Final Fantasy Vil and Final Fantasy Tactics. 

Fortunately, while the game is a bit lacking in the graphics department, it does 
feature some rather innovative elements for the RPG genre. Much like in Tecmo's 
Monster Rancher, you can raise and “breed” monster familiars. These familiars will 


ake one part Tempest X3, add two parts Nanotek Warrior, and you'll wind 
9 up with N20, a derivative yet fun title from Fox Interactive. N20 casts you 
as a lone starship traveling through the psychedelic caves of Neptune and battling 
giant mutating bugs. Sure, the game actually has some semblance of a storyline, but 
really, who cares? It's a shooter! 

NO features everything a good shooter should. The action is fast and furious, 
The graphics are mind-bending, and the variety of weapons and power-ups is large 
enough to keep you interested. The premise of the game is even a little different 
because the more creatures you shoot, the faster you go (and the harder it gets). 
You can't dodge all the creatures because you need to reach the end of the tunnel 
before time runs out, and nasty-looking obstacles start to emerge from the walls. 


become part of your party and fight alongside you in 

the Tower. They will also give you valuable advice during 

the game. The other innovative feature is the design of the 

Tower itself. Aside from the first training area, all the levels 

are randomly generated and populated with monsters and 
m7 traps. This allows for far more replay value than most other RPGs. 

y The actual fighting is still turn-based like most traditional games of 


the genre, but Konami has added a hint of real-time combat. You can 
freely move around during battles, but turn your back to an opponent and it will nor- 
mally get in a free hit. As usual, you can also acquire spells and use them along with 
whatever weapons and items you find laying around in the tower. 
Overall, Azure Dreams is actually a very standard RPG, but it does have just 
enough new elements to warrant a look. If you are a hard-core fan of the genre, then 
you should give this game a try. You might be surprised. 


ISTHOUR |} 1ST DAY 


GAME * SUMMARY 
A. THE RANDOMIY-DESIGNED LEVELS CAN DRAMATICALLY SIMPLISTIC AND BLOCKY GRAPHICS MAY PUT OFF SOME 
INCREASE REPLAY. VALUE GAMERS WHO ARE LISED TH THE BETTER RPGS 


©. MONSTER RAISING ADDS TO THE GAME'S DEPTH Y THE BACKGROUND STORY IS: NOT VERY. INTRICATE, 
UNUKE MOST REGS 
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N20 really excels in the visuals 
department, especial if you’re 
into psychedelic graphics. 


So yes, N70 can be quite fun, but it is not without several flaws. First of all, like 
Tempest, you will get hit in quite a few instances and not know why—there’s just 
too much happening on the screen at once. Second, while the analog control is 
great, the digital control is way too touchy and nearly impossible to use in compari- 
son. N70 has a couple of two-player modes, but neither was much fun and both just 
felt like they were tacked on. And finally, while having the Crystal Method do the 
soundtrack is a nice touch, the music never stops—it just goes from track to track 
no matter if you are actually playing the game or not. This is just sloppy. 

All that being said, NO does possess that addictive quality that makes you 
come back for “just one more game.” No matter how insanely hard the level you're 
playing is or how cheap the death you just had was, you always feel like you can do 
better. | guess that's really the true measure of this type of shooter. If you've gotten 
tired of Tempest, you should probably give N20 a good, hard look. 
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Command & Conquer Is 4 registered trademark of, and G 
61993 Westwood Studios, Inc. PlayStation and Plays 


You won't find any real 
innovation in the batter/pitcher 
interface, but every other game- 
play aspect in VR Baseball ’99 is 
nicely executed. 


= =) t first look, VR Baseball ‘99 may seem to be just another generic sports title 
MLD when compared to the top games like Triple Play ‘99 and MLB ‘99. Despite 
a nice amount of detail in the game's graphics, the drab color palette and low-reso- 
lution visuals appear to be a generation behind the competition. However, after play- 
ing for awhile, you'll notice that the players move realistically, and that every action 
always seems to be accompanied by an appropriate animation. The switch between 
camera angles during gameplay is also done smoothly and efficiently, rarely result- 
ing in a bad view. The camera has some room for improvement (it could come in 
closer for plays to the outfield), but overall there's little room to complain. 

The in-game sound effects do a decent job of recreating the atmosphere of a real 
ballpark, but hitting a home run in the opposing team’s park results in an eerie 
silence. Some boos or cat-calls would have been nice...anything to break the 
silence! Otherwise, the only area where the sound is deficient is in the embarrass- 
ingly generic music that plays while navigating the menu screens. 

When it comes right down to it, VR Baseball ‘99 excels in some areas of game- 
play while merely being competent in others. The all-important batter/pitcher inter- 
face lacks any real innovation in that it is the standard “react to the pitch” set up— 
you have no way to isolate a location or predict a pitch. The nice part is that the 
swing animation is quick and accurate, so you'll have no problem doing things like 
fouling off a pitch at the last moment. Fielding mechanics and physics are also intu- 
itive and well balanced, so you will hardly ever experience an unrealistic play. The 
only glaring flaw in gameplay is the inability to position fielders. 

VR Baseball ’99 is definitely one of those games that many people will dismiss 
because of the way it looks. But for people willing to give the game a chance, they 
will be rewarded with a baseball title that does a lot of the little things better than its 
marketing-hyped competition. It's not the best game, but it does some things best. 
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The Granstream Saga 
REAL-TIME FIGHTING IN AN RPG? 


DU] ith games like Xenogears and Tales of Destiny on the hori- 
zon, the usually tedious act of combat in an RPG is slow- 
ly starting to require a much more active participation. This trend con- 
tinues with The Granstream Saga, a title that makes a clear departure 
from most traditional RPGs with its battle system. Instead of simply @ OY 
stumbling into random fights—like in most RPGs—in Granstream you - 
can choose whether to evade or approach an enemy. Once you do ‘wmaf 
enter a fight, the camera angle switches from the top-down view (used 
while wandering dungeons) to a more dramatic, shifting perspective 
that follows the action in the battle. While oe your character 


ET 9 TT 


The fighting system in 
The Granstream Saga is an 
innovative step towards 
diversifying the role- 
playing genre. 


has the ability to perform sword swipes, super unblockable moves, counterattacks, 
magic spells, and manual defenses, depending on how you attack and use the con- 
troller buttons. The feel can be very similar to an action game, which gives 
Granstream a lot more interaction than most traditional RPGs. 

Every good RPG needs a decent storyline. As the adopted son of a wise magi- 
cian who suddenly disappears, your job is to save four floating continents from sink- 
ing by obtaining the “Lifting Verses” required to keep them afloat. Your adventures 
will introduce you to two different female companions whose fates determine 
which of two endings you'll view. The dialogue and translations are surprisingly well 
done for RPG newcomer THO, and they move the story along a steady pace. 

The only real downside to The Granstream Saga is the lack of facial details in the 
physical appearance of each character. They're stuck with flat, featureless faces. 
And without faces, the characters can't completely convey a full range of emo- 
tions—a characteristic treasured in an RPG. The look takes a little getting used to 
and may even put off a few gamers, but overall, The Granstream Saga presents an 
innovative take on the role-playing genre. THO has done a solid job in porting the 
game over, and players looking for an interesting take on an RPG will definitely want 
to give it a try. Just don’t expect too much, and you'll enjoy it just fine. 
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GAME * SUMMARY 


As THE COMBAT SYSTEM IS LINIQUE FOR A CONSOLE RPG = ‘THE SLOW CHARACTER MOVEMENT ONSCREEN GIVES 
AND KEEPS YOU ACTIVELY INVOLVED THE GAME A TOO CASUAL, ALMOST BORING FEEL 


GREAT VOICE ACTING DURING NICELY ANIMATED ~Y NO FACES MEANS NO FACIAL EXPRESSIONS—YAWN 
CINEMAS MAKE FOR AN ENTERTAINING RIDE 


{ist WEEK }2ND WEEK 
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The action is intense, and 
the ability to destroy every 
building gives Vigilante 8 
amazing depth. 


ENTER THE NEW KING OF CAR COMBAT 


he concept of vehicular combat was refined and is now 

defined by Sony's Twisted Metal 1 and 2. A lot of time 
has passed since TM2, but the long wait for another game for 
the genre is finally over. Even better, Vigilante 8 from Activision 
far surpasses its predecessors. 

V8 takes everything that was fun from Twisted Metal and 
presents it at a whole new level. The ten environments are huge, 
and they are faithful to the terrain they represent— the Southwest 
specifically, California, Utah, Nevada, and Arizona). Great special 
effects are used throughout, but they never feel overdone and only 
enhance the game's realistic feel. The detail is amazing, but it's the overall 
design of the environments that will have you playing for hours. V8 has so much 
0 blow up, jump over, drive on, and discover that it will take you a long time to 
become bored. As an additional plus, each track holds several secrets, which are 
both dynamic and useful. 


gresses. The cars may not be exact replicas of their real-life counterparts, but they 
are more realistic than the silly cars of previous car com- 

bat games. Also, the weapons actually attach to 

and are visible on the cars, unlike the “invisi —< 
ble" weapons of 7M. The weapons 
themselves all have great effects, 
and each car's special weapon is 
eye-popping in its own 
individual way. 

The spectacular look of 
the game is brought togeth- 
er with an impressive physics 
engine that's bursting with speed. 
Unfortunately, the game does slow 
down in some situations—but this will only happen when the screen is maxed out 
with a ton of action. It only rarely disrupts the flow of the game. 

None of Vigilante 8's accomplishments would matter if the gameplay didn’t 
hold up, and Activision has also succeeded in this department. The individual lev- 
els are challenging, yet very balanced. The computer intelligence is pretty sophis- 
ticated, and turns what would have been just a “chase-and-destroy” type of 
game into something more strategic. Pick-ups are well placed and randomly 
appear and reappear, making each time you play unique. The two-player split- 
screen mode is just the icing on the cake—it adds a whole new dimension with 
its cooperative and Vs. modes. 

Allis not perfect, though, as one gripe detracts from V8’s score: the control is 
difficult to master and at times can be frustrating. Its learning curve is steep, and 
the default control set up is far from ideal. Some tweaking in the control configu- 
ration menu and the use of an analog controller does help, though. The Dual Shock 
is also used quite well, with vibrations for everything from explosions to different 
road conditions. In the end, Vigilante 8's strengths far outshine its weaknesses. 


The 13 seventies-era vehicles (of which five are hidden) all look great, with real- 
istic animations and the ability to display several levels of damage as the game pro- 


In the Aircraft Graveyard, large planes will land and take off as well as bomb you from above. 
Collide with a plane when it’s on the ground and your car is as good as done for. 


Notice the mortar at the top of 
the screen heading for its target. 
It leaves a long glowing tail, a 
great example of the kind of 
effects at work here. 
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The first-person view 
sports a unique steering 
wheel for each character. 
It also gives you a better 

look at the environment 
around you. 


The fun will never die in the two-player versus 
game. You can choose a horizontal or vertical 
split-screen, and there's also a mode that lets you 
both work together on the same team. 


This falling boulder is 

an example of how the 
environment is completely 
interactive, and in some 
instances, dangerous. 
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GAME * SUMMARY 


A, THE FUNKY SEVENTIES VIBE PERMEATES THE GAME IN © EXCELLENTLY-BALANCED GAMEPLAY OFFERS EVEN 

AN APPEALING AND HIP WAY VETERAN PLAYERS NEW CHALLENGES. AND EXPERIENCES 
A: VIGILANTE & TAKES THE CAR COMBAT GENRE TO A OVER THE LONG TERM 

WHOLE NEW LEVEL OF FUN AND QUALITY THE CONTROL DOESN'T QUITE MATCH THE HIGH 


©, HUGE, BREATHTAKING ENVIRONMENTS GIVE YOU A TON STANDARDS SET BY THE REST OF THE GAME 
OF STUFF TO DO IN ADDITION TO BATTLING OPPONENTS 


INAL SCURE: 


FANS OF TWISTED METAL MUST GET THIS GAME 
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The Biggest Names in the World Wrestling Federation’ 
Steve Austin, Shawn Michaels, The Undertaker, Kane, 
Ken Shamrock, Rocky Maivia, Triple H and more! 


The Only Wrestling Game on N64 with 640 x 480 Hi-Rez” Graphics 
Photo-realistic polygonal wrestlers and 3-D environments. 


Create-A-Wrestler 
Customize a wrestler’s gender, body, face, strength and costume. 
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Over 300 Motion Captured Maneuvers from the ¥£’s Finest 
Finishing moves like “The Stone Cold Stunner” 
and Shawn Michaels’ “Sweet Chin Music.’ 


The Only Professional Wrestling’ Game with 2-Man Commentary 
Vince McMahon and Jim Ross bring you the action from ringside. ; 


Wrestle in Multiple “True To The Ring” Matches 
Steel Cage, Gauntlet, Weapons, Royal Rumble and v€ Challenge. 


4-Player Action 
One-on-One, Tag Team, Three- and Four-Player War Mode. 


ri =a . GAMEBOY. 


Features listed refer to Nintendo 64 and PlayStation versions. For more information on game ratings contact the ESRB at 1-800-771-3772 VE World Wrestling Federation and its logos are trade- 
marks of Titan Sports, Inc. © 1998 Titan Sports, Inc. All rights reserved. Nintendo 64, Game Boy and the 3-D “N” logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. 
PlayStation and the PlayStation logo are registered trademarks of Sony Computer Entertainment Inc. Acclaim is a division and registered trademark of Acclaim Entertainment, Inc. ® and © 1998 
Acclaim Entertainment, Inc. All rights reserved. Screen shots shown are from the Nintendo 64 version. 


ACCLAIM”. 
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www.acclaimsports.com 
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Stone Cold Steve Austin™ 
World Wrestling Federation® Champion 


The coolest thing about Tenchu is 
getting to use your kagi nawa 
(hooked rope). It's similar to a 


4....And watch your character be reeled in 
like a fish! Those ninja know how to climb! 
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ENGE 


IN inja games have been few and far 
between in the U.S. market. Over 
the past several years we've hardly seen 
any at all, a far cry from the days of yester- 
year when titles like Ninja Gaiden and 
Shinobi topped the charts. Even then, how- 
ever, those games all lacked one common 
and crucial element: stealth. Activision‘s lat- 
est title, Tenchu, is here to change that. 

Ninja Rikimaru and- kunoichi. (female 
ninja) Ayame are the hero and heroine in 
Tenchu, carrying out missions set in the 
early Tokugawa-era (1600's) Japan. The 
game has eight missions, which include 
assassinating an evil merchant, delivering a 
message, and ultimately rescuing Princess 
Kiku trom the King of Darkness. 

Like the highly-anticipated Metal Gear 
Solid, the most important thing is to remain 
unseen. During your missions you'll have to 
keep an eye on the presence meter at the 
bottom of the screen. If it's green, you are 
close to your enemies, but they do not see 
you. If it is orange, your opponent sees 
“something,” perhaps mistaking you for an 


> Using the walls to hide from nearby enemies is 
4 crucial ninjitsu skill to learn. This game is reall 
all about being sneaky—if you just charge blind- 


ly into battle, you'll end up dead fast. 


4 When you face an opperieny: a health 
meter Eee in the bottom left of the 
screen. Notice how it changes depending 


lease Date September 
2 3-D Action 


> Most players will probably choose to be 
Rikimaru, because let's face it—a big part of 
the coolness of being a ninja is getting to 
dress up like one. Overall, his attacks 
are a bit stronger than prone: but 
he trades in some 5; 5 
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animal or ally. If it's red, look out! You're 
seen, and you must attack or escape 
immediately. Your wits and strategy are 
what will keep you alive in Tenchu. 
The only items you can use indefi- 
nitely are your ninja-to sword (for 
Rikimaru) or twin daggers (for 
Ayame), and a grappling hook. 
That's not to say you can't use 
shuriken (throwing stars), tet- 
subishi — (caltrops), — smoke 
bombs, land mines, poisoned 
tice cakes, and other ninja tricks 
to conquer your enemies. 
Activision also promises to 
add some new extra goodies 
that weren't in the Japanese 
release, making Tenchu one 
title that ninja fans can’t miss! 


> The ninja isn’t afraid to get his hands a lit- 
tle dirty. The blood flows freely in Tenchu. 


on the condition of your opponent. 


TOOLS OF THE TRADE 


Sometimes your ninja-to (ninja sword) and kagi nawa (hooked rope) aren't enough, so 
you've got to rely on your arsenal of ninja tools. Here are a couple of the cooler ones. 


A Here is the score screen (taken from the 
Japanese version). The first row down 
flare to the number of stealth kills, the 
second is the number of hand-to-hand 
combat kills, the third tells you how 
many times you were seen, and the 
last lists the number of civilian kills. 


> This inventory screen 
keeps track of your Ninja 
gear and other special 
items. Use too many of 
these items early on, and 
you will be left empty- 
handed on the later levels. 


A Pitch your kanshakudama (bomb) at an enemy 
and he’s toast! Just don’t stand too close, OK? 


A The smoke bombs are great for creating 
confusion while you do some slicing and 
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PREVIEWS 


Hand-to-hand fighting tactics are 
essential if your character has 
been discovered. A good grasp of 
the different moves will get you 
out of a sticky situatio! Boe 


Dodge your opponent's 


attacks with side rolls. While most of your 


time will be spent 


hiding, in several 

instances you will 

be forced to fight 
face-to-face. 


\ Jumping flips a 
techniques you'll 


ji 
S 
Aa Ss You'll need all of 
> The ninja team supreme, Py “s : 
back-to-back and ready yee skills Pie 
for action! You can onan boness. Gas 
sinacrart ie = will appear at the 
¥ end of each of the 


Rikimaru. game’s eight levels. 


You can move sideways while hanging off Side attacks are useful in combat. You can 
a ledge to stay out of harm’s way. slash one way, and then cut back to the other. 


of a level will earn you some of 


(ITIS ALL ABOUT weewiencsnes | 
the most insane ninja magic Items | H , yo 
| 4, | | 

THE COOL GEAR 2222s 


| 
% 2 . " & | 
The strategic use of ninja tools like the Yet another unsuspecting foe learns that —_ SE EE sae : a | 
Ninpou Kagebunshin (a ninja-shaped bal- Ninpou Kaengeki (Ninja Flame Attack) Henge no Jutsu (The Art of Disguise) will transform Rikimaru into whatever enemy is on the screen at 
loon, essentially) can save your life. means barbecue! Man, that smells... the time. Here he turns into one of those militaristic cultists who are always causing so much trouble. 


> Ayame is 
the second 


THE ESSENCE OF NINJITSU 


A ninja is someone who practices stealth and concealment. ows as your ally in Tenchu. This game is realistic in that you you can 
Unlike other ninja videogames in which you run around in the can tjust rush in and kill an army of trained guards. Hiding skill- choose. She 


s 5 : isn’t as strong as 
lly can literally mean the difference between life and death. Rikimaru, bur 
: she’s faster, 
attacking with 
twin daggers 
rather than 
the traditional 
ninja sword. 


4 Ayane hangs on for dear life as an enemy A The rooftops are a great way to jump down 4 As soon as your enemies walk by, you can 
soldier patrols the area. When he turns his back... and surprise your enemies from above! sneak up behind them and slit their throats. 
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Publisher Konami Release Date August 
Developer Appaloosa Type Action/Shooter 


i — a Is there any 

| better feeling 

i / a | = =| than blasting at 

: a : | something and 

| The Contra series has always fea- | / = / = Bie hod 
tured a good selection of weapons. | s&s E huge fireball? 


While they were simplistic in design, 


the challenge was figuring which of 
them was best suited for a given 


situation. Fortunately, it appears tha — / = | es 
C will continue with this tradition. — | 
T=] 1) a L ‘ 


Could this finally be the good PlayStation 
Contra title we've all been waiting for? 


Contra has always been 
about big musclebound soldier- 
type dudes just blowin’ stuff 
up. You've just 
gotta love its 
simplicity. 


| ince the first game was released in remind you of the classic Contra 
the arcade, Contra has grown to games, but they are now com- 
become one of the most beloved and well- posed of fully texture-mapped 
known videogame series ever. No polygonal backgrounds. As you 
Aly ie ont other game could match the play further in the game, the 
range. It’s also vei raw adrenaline rush that levels become. fully 3-D: 
: } these games provided. and employ an over-the- 

Unfortunately, so far on shoulder camera view, 
similar to the one used 


the PlayStation we've only 
in. Tomb: Raider. Other 


seen Contra: Legacy of 
War, which, well...sucked. It than that, this game plays 
suffered from both bad con- a lot like the Super 
trols and poor camera Nintendo Contra— 
angles, and was too dras- 4 Aside from all the polygons, you'd Weapons and all. 
tic a change from the almost think this was the SNES game. As huge fans of | 
classic Contra gameplay. the series, we sin- 
Two years later, Konami is giving it anoth- cerely hope that Appaloosa has 
er try with C: The Contra Adventure, which learned: from its past mistakes. The 
severely limited, it can take ot | interestingly enough, is being developed by —_ only major problem we've noticed so 
cannons and vehi ‘relative ease. | Appaloosa, the same team responsible for far is the lack of any sort of two- 
| Legacy of War. player mode. But it's still very 
Unlike the fully 3-D level designs of the early in development, so one 
previous game, this Contra blends both 2-D may be included before the 
and 3-D gaming elements. Initial levels may —_ game hits the shelves. 


+. 


A Our weapon of choice is the Spread Shot. (pe A ae 
It resembles the Single Shot, but covers a SS ta Tee: 
wider area for takin’ out multiple aliens. 


On the 3-D levels, you can move 


C features a nice selection of bos: 


around freely and attack at enemies ranging from UFOs to alien trains, and 
from virtually any angle. that’s only counting the first level! * Legacy of War featured more of an 


overhead camera perspective that 
limited how far you could see in front 
of you. The environments also lacked 
a large variety of textures, so some of 
them look pretty bland. 


CONTRAE 


A As usual, the Laser is easily one of the 
most powerful weapons, but its thin beam 
makes targeting enemies more difficult. 


————oooo A In C the textures are more varied and the 
different environments have much more detail. 
The camera is also lower, so you can see more 
of what is in front of you. Your weapon even 
has a laser scope so that you can target your 
enemies with less of a hassle. 


Platform-jumping still plays an important role 
in this latest Contra adventure, so the camera 
is pulled back a litle further than normal. This 
gives you the ability to see more of the level 
and to judge the jumps more accurately. 


O 
Z 
ie 
WJ 
LT . 
D. 
= 
0 
LI : 


| bit of improvements. Appaloosa has certainly learned a few new tricks and has really 
improved the camera angles. 


i 
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RACING. DOWN TO THE LAST DETAIL. S 


<p 


PlayStation 


Keep ar an eye on your opponents 
using the rearview mirrors. 


Make your friends eat your dust in 
head-to-head competition. 


Customize every detail of your car. 


Adapt tire grip to changing track conditions; the 
Newman/Haas Racing. Power and precision with 11 licensed crew adjusts everything to your specifications. 
tracks including ovals, rovals, street courses, and permanent 
road courses. Perfection in every detail. 


© 1998 Psyg td. Psygnosis and the Psygnosis logo are ™ or ® and © 1990-8 Psygnosis Ltd. Developed by Studio 33 (UK) Ltd. in conjunction with Bizarre 
Creations. Newman/Haas is ema jan/Haas Racing. Real tracks and drivers appear under license. PlayStation and the PlayStation logos are registered 
trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software Association. ALL RIGHTS RESERVED. 


Publisher EA Sports Release Date 4th Quarter 
| Developer Tiburon Entertainment Type Football/Sports 


PREVIEUIS 


/ . Irenar 
“WannEN NFL 99 


The Madden franchise finally gets polygonal graphics 


ince its release, the Madden series has grown to would in real life. The Al of the computer-con- 

become the most successful football game fran- trolled players has also been greatly increased and 
chise of all time, selling over 11 million units world- refined this year. Several NFL players and 
wide. And from the looks of it, EA's latest John Madden himself worked with the 
pigskin title could continue in that tradition. developers to ensure that the game plays 

With Madden NFL ‘99, the developers as realistically as possible. 
at Tiburon have gone back to the drawing As far as the NFL license goes, Madden 
board and completely reworked last year's will include all 30 current teams along with 
engine. Instead of using sprites—er... 85 All-Time and Super Bow! teams, It will 
that is, “v-polys" (as EA put it), for the even have several hidden special teams for 
players, EA has finally upgraded to poly- you to discover. All of the NFL stadiums are also 
gons. Not only does this increase the included, and they have been recreated with a 
quality of the game's graphics, it allows high attention to detail. 
the player models to react more realistically With these new features and the introduction of 
in certain situations. When using sprites, the polygonal players, Madden is in a good posi- 
players’ motion usually doesn't have arealsense 4 pack in the day, the only _ tion to.once again conquer the football field. If - 
of physics. When a tackle is made, both players thing that feared this man jt can just deliver good control, GameDay ‘99 4 With the improved graphics, you's sear instenty 
just fall to the ground like rocks. With polygons, "wae pao ae could very well have met its match. tell players opart: Here, Favre leoks deep: 
“wrap” tackles and accurate collisions are possi- — We heard that he once ate a 
. ; whole deer. A live one. 

ble, so players fall-to the ground just like they 


A Polygonal players, 

1) YES! Without ‘em, 

=) GameDay’s graphics 
just plain thumped 

Madden‘ last year. 


| THe Littlre DETAILS 


With so much competition these days, it's the smaller things that make or 
break a sports title. So far, Madden ‘99 looks to be doing everything well. 


A The stiff arm is back, and is even more 4 FUMBLE!!! You have to hit the opponent at 
effective at pushing defending players away. _just the right angle and at just the right time. | 


‘A When you consider how detailed the 
polygonal players and stadiums are, it’s 
amazing that Tiburon was able to also 
squeeze in the full complement of refer- 
ees! We know we're gushing, but the 

: nan ‘ ; ; 2 game looks so much better this year. 
Since the players are now composed of polygons, realistic-looking tackles are now possible. No longer will players just 


hit each other and fall to the ground like a bunch of rocks. With the new graphics, you can actually feel the hits. 


A When a player goes for a tackle, he will now 4A This results in an accurate-looking tackle, A The newly-enhanced replay mode is even easi- 4 “Okay, I'm REALLY embarrassed 

crouch down and try to grab his opponent's legs, ‘where both players fall realistically. It’s all thanks _er to control than before. You can view those about this, but I, um...I lost the coin. 

to try and wrap him up so he can’t go anywhere. —_to the new motion-captured polygon players. monster hits from any angle, at any speed. Would you two guys mind very much if 
we, y’know...if we faked it?” 
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ite 4th Quarter 
e Adventure 


Our hero 
Waffle has his 
s full with 

se felonious 
felines. Why can’t 
cats and dogs just 
get along? 


Co-STAaRS 


Waffle's our hero, but he's backed 
up by.a lively cast composed of 
Prelly's bravest inhabitants. 


4 Our hero's not the only brave inhabitant 
of the land. Alicia Priss is also a force to be 
reckoned w' 


From the 
game world 
right down 
to building 
interiors, Tail 
Concertos 
environments 
are remark- 
ably detailed. 


to bagging those crooked cats. 


| 


standard-issue for cops in Prelly. 
It’s indispensable when it comes 


Ur AND 
FIA 


Not to be confined to the ground, 
Waffle's. mighty power armor — 


eo Re sports a jetpack later on in the . 
} : adventure. Its fuel is limited 
Watfie'’s powered armor is though, so you'll have to keep 


 Jumping’s nice, but some of Waffle’s 


that in mind while flying around. goals require that he take to the skies. 


4 Your heaps is speedy enough, but j just 
watch that first step—it’s a doozy! 


-D adventure games certainly 
aren't a new to our favorite 
console. From Mega Man Legends to 
Kain: Soul Reaver, the PlayStation is 
getting its fair lot, and it doesn’t look 
like there will be any slowing down. 
Most recently, Bandai is get- 


UNGER 


It’s a dog’s world in Bandai’s latest 3-D adventure 


throwing crates, and flailing wildly to 
give limited flight. But Waffle has other 
means for that, namely a jetpack. Apart 
from snatching up bad little kitties, 
Waffle can also smash crates and 
other items to uncover power-ups. 
Much like in other adven- 


ting in on the action with Tail —_ ggasi ture titles, Tail Concerto’s 
Concerto, a quirky new = = \__ world is divided up into a 
game starring a dog in | = series of mini-quests. 
powered armor who . 3 2 Waffle must achieve 
wrangles. evil kittens. Wee S22 7) certain goals, such as 
Yep, you heard us right. 5 rae completely _ ridding 
You control a police offi Way a areas of bad guys or 
cer named Waffle (that's See locating hidden items, 
dog-boy) that has been 7 before moving on. And 
ordered to rid his home Tecaiertea nts he I frequently come up 
town, Prelly, of the menace — Grabbing these poe against mammoth boss 
known as the Black Cat  beosts Waffles health. characters. Battles like 


Group. Waffle stomps 


about his 3-D world in a powered suit. 
With this mighty machine, Waffle can 
blast the bad cats with a bubble gun, 
which traps and then grabs them. Its 
accordion-like arms are also especially 
helpful for grabbing onto ledges, 


Hold on! Waffle’s powered arms 
come in especially handy when he’s 
hanging on for dear life. 


It's just business as usual for our 
unlikely hero—another morning, 
another hair-raising adventure. 


this have the feel of a 3- 

D platformer, with Waffle lobbing any- 

thing and everything that isn't nailed 
down at the pesky cat leaders. 

Tail Concerto is shaping up to look 

very promising. Who says a wacky 

concept can't make for a good game? 


Just when you 
think the quest is 
over, the Black 
Cats call out a 
mammoth boss 


From time to time, Waffle takes flight in a funky dirigible. 


to take you out. 


Alicia Priss is 
a lot tougher 
than her 
name sounds— 
just ask those 


== mangy cats! 

Se 
ROUND 
‘=m Ur! 


| Waffle uses his trusty ubble-blaster 
to snare those pesky cats. Rounding 
them up is not only fun, it's essential 


to making it past certain puzzles. 


4 Those cats sure are hard fo 
catch using your robo-arms,.. 


4 ..but using your faithful 
ble-blaster, it’s. a breeze! 


4 Now pop those catty criminals in your 
backpack and get on with the adventure. 
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Publisher Sony ISA 
| Developer Sony ISA 


Release Date November 
Type Action/Adventure 


= 


ae 


ae n Syphon Filter, you take the role of Gabriel Logan, a 
secret agent for the U.S. government. His mission is 
to prevent the release of the “Syphon Filter,” a synthetic virus 
that can be programmed to kill people selectively. To 
complete his mission, Gabriel will have to find and infil- + 
trate the organization responsible for creating this biologi- 
cal threat and bring it down, by any means necessary. 

Like Metal Gear Solid, Syphon Filter requires you to sneak 
around and hide from enemies, but that is not the real focus 
of the game—Syphon Filteris mainly about action. Through 
the careful positioning of on-screen enemies, you 
will always have something to shoot at. There 
will only be rare moments of peace when you 
can take time to fully explore the levels and 
find the hidden special items and weapons. 

So far, the game features 20 different 
weapons for you to pick up and use, but that 
number will probably be reduced in order to provide more bal- 
ance. Weapons include a taser, grenades, a handgun, and the 
all-important sniper rifle. Targeting is handled automatically, so 


The stages in Syphon Filter are vast, and extremely 
interactive. It's almost like you're in the real world! 


nents re ~ 


The objective of one level is to make your way through the 
city and reach the subway fo escape fo the next level. 


You can interact with nearly everything in the game world. 
See a second-story window you don’t like? Just blow it away! 


(PAREN EILT 


Could this be Sony’s answer to Konami's Metal Gear Solid? 


4 As U.S. special agent Gabriel 
Logan, it’s up to you to save the 
world from the Syphon Filter virus, 


a 


1 


you won't have to worry too much about lining up 
your shots. In fact, the game features a rather unique 
lock-on system. Holding the L2 button will target the 
nearest enemy and lock your sights onto it. Then 
3 wherever you run, you will always be aimed at that 
enemy. This is especially useful for circle-strafing. 
The scope on the sniper rifle is also rather inge- 
s) nious; it works like the helmet gun found in 
Shiny’s MDK. |t lets you zoom in and out, and tar- 
get enemy agents several hundred yards away. On 
® certain night-time levels, you can also combine the 
scope with night-vision goggles so you can track 
heat signatures. Sounds pretty sophisticated, huh? 
Even early on in its development cycle, 
Syphon Filter looks very interesting. The idea of 
playing a secret agent is cool, as is the thought 
of sneaking around an enemy base. Syphon 
Filter holds a lot of potential, but Sony had better hope it does- 
n't get overlooked when Metal Gear 
Solid eventually gets released. 


> We should probably point out 
thet the cherecter design for 
Gabriel Logan isn’t done yet, B: 
the time the game is finished, 
he'll be much more detailed. 


A The streets in 
this town just 
aren’t safe any- 
more! Although 
you can sneak 
around, the focus 
of Syphon Filter is 
squarely set on 
fast-paced action. 
You've always got 
some goons jump- 
ing out and taking 
pot-shots at you, 


> Here’s the 
game’s cool new 
“lock-on” targeting 
system in action. 
Simply hold down 
the L2 button, and 
no matter where 
you run, you'll 
keep aiming in the 
same direction. 


4 You'll find out quick that stuff blows up really 
nicely in this game—always a plus. You can 
crouch to aim and shoot, or even roll for cover. 


A It started with MDK, and now all the cool 
new action games include a sniper mode. But 
Syphon Filter takes it a step further, giving you 
the option to combine night-vision with your 
sniper rifle, They won't know what hit ‘em! 


A In this side path down an alley, you can 
climb up onto a dumpster, and from there 
shimmy up to a balcony where you can break 
into a second-story room with hidden items. 
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Release Date 4th Quarter Ea 
Type Car Combat 


Publisher GT Interactive 
Developer SingleTrac 


MASS DESTRUCTION 


The environments in Rogue Trip are highly varied 3-D arenas that feature a large 
assortment of interactive elements. Aimost everything that you see can either be 
damaged or completely destroyed (in oreat big balls of fire!), And if you time it right, 
blowing up Structures that are near your opponenis can cause them some serious 


4 As every good multi-player game should, 
Rogue Trip supports both split-screen and link 
cable modes. And if you combine the two 
modes, up to four players can go head-to- 
head for some serious death-match action! 


4 The two Twisted Metal games kept vehicles 
close to the ground, Sure it had jumps, but 
you could never get very high. Well watch 
out, ‘cause Rogue Trip has a jump button that 
allows your cars to get some crazy air! 


gi The makers 
y | / | | of Twisted 
| 7 Metal ee at 4 Shoot a missile at this airplane as it takes off 
it again Fe ish rsa ts eg lenny 


fter GT Interactive pur- 

chased Singletrac, a lot 
of Twisted Metal fans were con- 
cerned that the series would not see 
another game. After all, Sony owns 
the character and title rights to the 
series. Well, the fans can now fejoice 
because SingleTrac is releasing Rogue Trip, a spiritual suc- 
cessor to everyone's favorite car combat franchise. 

A great aspect of Rogue Trip is that it plays a lot like 
Twisted Metal 2. The only major difference in the gameplay 
involves the addition of tourists. While racing through the dif- 
ferent levels, you will have to locate and pick up tourists and 
then take them to the various photo-opportunity spots. At 
these locations, the tourists get their pictures taken and you 
get rewarded with some money, which you can use to 
upgrade your weapons and repair your vehicle. Needless to 
say, the other drivers are after those same tourists and are 
willing to do anything to get them. 

The final version of the game will feature a whopping 12 
levels, three of which will be hidden. Most locales, such as the 


This giant-wheeled bad-ass 

vehicle is called Gator Bait, 
and is driven by a “sexy 
young hillbilly girl” (as the 
documentation puts it). 


© Las Vegas casino strip 
> or the San Francisco 
streets, will be easily recog- 
» nized, while others may take you by surprise. 
} Have you ever driven on the moon, for 
instance? Each level has also been designed 
with full interaction in mind. That means that 
almost everything you see can be either damaged 
or destroyed. In fact, you will have to destroy certain struc- 
tures in order to gain access to other parts of the level. For 
example, you can take out the plane hangers in the Airport 
environment. Knock out the supports underneath one of them 
and it forms a ramp, allowing you to ride up to the roof of the 
hanger. Plenty of bonus items await you there. 

With tough competition from both Sony (Twisted Metal 3) 
and Activision (Vigilante 8), the developers at SingleTrac cer- 
tainly have their work cut out for them. Fortunately, Rogue Trio 
seems to have the same distinctive feel and atmosphere that 
made the Twisted Metal titles so popular. Add in the new 
gameplay elements and you have some serious car combat 
on your hands. Maybe the third time really is the charm... 


damage, and quite possibly 4 trip to the insurance agent. 


A One of the larger explosions in the game 
occurs after destroying this airport watchtower. 
; Just be sure you‘re nowhere near when it blows! 


A The Prowler missile is one of the more power- 
ful weapons that you can get. Once you fire it, 
the camera follows the missile, allowing you to 
control its flight path from a first-person view. 


A Most of the game’s environments feature a 
variety of dramatic lighting effects combined 
with several highly detailed textures. This gives 
each arena a very distinctive look and feel. 


TOURIST TRAP 


The most lucrative way to earn money is by picking up tourists 
and taking them to different photo-op locations around the levels. 
If you manage to Stay in a photo-op area for three seconds, then 
the tourist will be able to take a mek nd pay you for your trou- 


Welcome to Area 51. «can ou find 
the hidden teleporter will 
transport you to the hi 
‘on the moon? (We're n 


4 Even 
with sever- 
al cars on screen at a 
time, the game shows 
no hint of slowing 
down. This is a testa- 
ment fo the graphics 
engine, which was 
originally used for the 
Twisted Metal series. 


A If you happen fo destroy a car that 
is holding a tourist, then the tourist 


A Tourists have their ‘own unique 
personalities and will run 
away from you if you attack them. To — will 
pick them up, you simply need to drive 
up slowly and open your door. 


be ejected and parachute back 
down to the ground. This is the best 
fime fo pick the tourists up. 
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Publisher Fox Interactive 
Developer Argonaut Software 


Release Date 4th Quarter 
Type Action/Adventure 
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You can 


Fox Intera 
- ollowing the storyline of the latest Alien movie, 
Alien Resurrection puts you on the military research 
vessel Auriga. Inside this ship, the deranged Dr. Wren is per- 
forming alien cloning experiments and producing offspring 
that are both vicious and unstable. Your mission is to stop 
him before he can pilot the ship back to Earth and unleash 
these aliens upon the planet's population. 

You will be able to choose from a cast of five playable 
characters: Ripley, Call, Johner, DiStephano, and Christie. 
Depending on who you choose, game events and storylines 
may change. Each character also has certain strengths and 
weaknesses that you will have to learn. 

Unlike Acclaim's Alien Trilogy, which used a first-person 
perspective, Alien Resurrection is strictly a third-person 
shooter. By using a “smart camera” system, the game 
always maintains the best possible view for any given area 
and situation. This is a definite plus considering how many 
action games have cameras that tend to get in the way. 
Nothing is worse than dying because the camera didn't 
move fast enough to let you see that enemy charg- 
ing up behind you. 

Alien Resurrection will feature a total of 
13 levels, and each will contain a variety 
of interactive elements and secrets. You 
will need to shoot at anything and 


“Look, Ma! 
No cavities!” 


overall view of the action. 


FESUIIE 


4 Sometimes the camera will swing up to a higher, 
over-the-top angle to provide you with the best 


> It looks like the 
key to this game is 
to remain calm. 
After all, you don’t 
want to panic and 
trap yourself in a 
corner, like this 
player is doing. 


everything around you to 
discover all the hidden 
shortcuts and weapon 
power-ups. However, Ali- 
en Resurrection requires more from than just 
a fast trigger finger. Puzzles will be scattered 
around the levels that will require some care- 
ful thought and planning. You will also have to accomplish 
specific tasks and individual missions assigned to each level 
in order to stop Dr. Wren before the ship reaches Earth. 
The nice combination of puzzle and action elements, 
along with the numerous characters to play as, may make 
Alien Resurrection the title for fans who 
are sick of standard firstperson shooters. 
We just hope that the game can capture 
the suspenseful and foreboding atmos- 
ang cvels. phere of the movie. 
limited though, a 


so make your 
shots count, 


¥ You will find 
a wide variety 
of weapons 
and power-ups 
throughout the 


A Elevators will take you to different parts of the 
level, but you might have to find and activate certain 
switches in order to get them to work. 


4 Real-time lighting effects cast an eerie glow on 
the ship’s metal floors, adding to the overall creepy 
atmosphere of the game. 


TACTICS 


Aliens are some of the most 
fearsome and aggressive 
hunters in the galaxy, so you 
will need to be prepared if 
you hope to take them down. ff oe 
In general, you can employ : = 
several useful strategies to 


ensure your survival. away lives to fight another day! 


eo 


4 Sometimes it’s best just to run away rather than con- 
front the aliens. Remember, the soldier who. runs 


4 The last thing that you want to happen is for your 


character to get stuck two aliens. This is one 
of those no-win situations—you just get shredded. 


INTELLIGENCE 
The developers have spent a lot of 
time making sure that the aliens in 
the game react as realistically as pos- 
sible. After all, it wouldn't be much 
of an Alien game if the aliens didn’t 
act like aliens, right? 


intelligence. Here, one 
the back, since it knows 
distracted by the alien in 


Pos 


It looks like this player just made it up the 
ladder in the nick of time. You can bet that the 
alien is going to wait for her to come back 
down, though. Patience is their speciality. 


“A Climbing to a higher level can be one of the best 
ways to escape, especially if you don’t have a 
weapon at hand. Just climb quickly! 
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PlayStation 


Publisher Accolade 
Developer Pitbull Syndicate 


Release Date Fall 


Type Snowboarding/Racing 


7 


U 


HG A 


Authenticity may be the key to Accolade’s new 


snowboarding game 


> The guys at Accolade are gunning for 
N64’s 1080°, because they 


games. And with the more varied ferrain 
that you can get with the power of the 
PlayStation, they just might beat it! 


PREVIEWS 


see it as the 
current market leader for snowboard 


cecolade recently gave PSM an have an arcade feel. All types of snow will be incorporat- 
ED exclusive first look at its snow- pimay even heve @ ed, from icy conditions to packed snow sj papnpoare re wil 
boarding game, being developed by mode” where you. to powder. Every trick in the book is also \ -* world snowboards 
Pitbull Syndicate in Newcastle, England. can fake down other going to be included, but it isn’t decided \ ithe Sareea 


Big Air Snowboarding \s still in its earliest 
Stages, but the physics engine is running and 
many of the textures are in place. Both are looking great, but that 
comes as no surprise because the team includes some of the 
designers who worked on Test Drive 4. 

Big Airis slated to have over 30 different courses from around 
the world and five different types of competitions, ranging from 
Big Air, Slalom, Half Pipe, Boarder Cross (a race with lots of people 
and varied terrain), and Free Ride. Unfortunately, the rev that we 
played only had a test track 
in place, and actual course 
design had yet to begin. 


You'll be able to partici in 
the five different com ics on 
tracks from all over the world, 
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boarders and skiers! 


ears: 

, Y es from Joy 

Ride, Morrow, 
Palmer, and 

others. 


yet how these moves will be pulled off. 
One of the game's producers hails from 
Capcom, but whether that means that “fireball” motions will 
be used to pull off Misties still remains to be seen... 
Accolade's knack for authenticity and acquiring official 
licenses may be what helps to separate Big Air from the grow- 
ing number of snowboarding games. The game has a lot going 
for it and definitely looks to be on track. Whether it can compete 
with the likes of Coo/ Boarders 3is still to be determined, though. 
We'll keep you posted. 


» Even in this early first-run at 
the game, it already shows off 
some truly breathtaking scenes. 


Asingle course will take you 
through a variety of snow 
conditions, obstacles, and 
challenges by the time you 
make it to the finish line. 
Although no. final courses 
were in place in the version 
we saw, you can get a good 
idea of what to expect by 
checking out this preliminary 
course design. The variety 
and richness of the environ- 
ments should push the 
PlayStation pretty far. 


- 4 You can cut a few corners to 
=F] save some time, but plenty of 
obstacles will be in your way. 


> Once you get going down a 
straightaway and speed up, you 
can really shred some powder! 


4 Always a bonus is the split- 
screen mode. Or, you can even 
race using the Link Cable! 


You start the course at the top 
of the mountain, with nothing but 
snow and rocks as far as you can 
see. By the middle, you'll start to 
see more vegetation on the ter- 
rain, and by the time you reach 
the town you'll be snowboarding 
on ice. From there, you'll cruise 
down a road and rejoin the rest of 
the mountain where the road clos- 
es. The final portion of the course 
is wider than the rest and will be 
populated with a forest of trees. = 
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T aking its cues from such sports as skateboarding and surfing, : eg 7 
SingleTrac’s latest racing title, Streak, can be considered the spiritual With the newly added “confidence meter,” you 
successor to its Jet Moto series. Only this time, you will be racing on special will have to constantly perform tricks in order to 
hoverboards instead of...well, jet motos. OK, so it's not all that different. Keep your top speed up. If you fall to do so, you 
In an alternate timeline, a new technology has been created that nullifies will slow down quite a bit, which will allow the 
the effects of gravity. Using this technology, a secret organization proceeds to other racers to easily catch up and pass you by. 
build special hoverboards, called GEMBlades, which are to be used in special 
racing events. Only a select few people are recruited to participate in these 
events, and no one knows the true motives of the organization or why it is 
even holding the races in the first place. It's just a big, spooky mystery. 

While Streak uses the same basic game engine that SingleTrac used in Jet 
Moto 2, the developers have gone back and optimized it specifically for this 
title. Running at a constant 30 FPS, this improved engine can now push out 
and process about 30,000 textured and Gouraud-shaded polygons per second. 
In comparison, Jet Moto 2 only managed around 15,000. With all this new 
horsepower, the developers can not only create highly detailed racing environ- 


ments, but also fog and more realistic character animations. 4 You'll find that most of the fracks have ram & Once you take off, you can use the D-Pad and 
that to catch femeidois of the LI Gaul RD shoulder butions io peo 
r j rt a. = iat you can use some tremendous air. ani shou! r bul iS pel rm 
Streak will also feature some rather innovative elements such as the “con: You peed 45 hiv ihe’ kane Patten ight af he very © ferent tricks, euch os 360s and forward lips 
fidence meter,” which indicates how a character feels about his or her perfor- edge to get the maximum height. Just don't crash, or your confidence will suffer. 


mance. Successfully pulling off tricks will increase the meter, allowing you to 
obtain your maximum racing speed. If you forget to do a trick every so often, 
or you crash while trying to pull a trick, you will find your character slow- 
ing down dramatically. 

The version that we played was still fairly early, but it seems that — 
SingleTrac has already managed to combine the essence of the Jet * 
Moto titles with some fresh new ideas for Streak. If SingleTrac can manage 
to take this game all the way, then Jet Moto fans better get ready to rock. 


mi > The streakers 
= = 7 are a tough 
=| bunch, with 
ey ee, | more than enough 
4 firey attitude to go 
( | around, Almost all 
A of ‘em are loners, 


preferring ls 
The Jet Moto engine gets a GeMbledes. 


new look and more attitude 


A While none of the courses have any —_ A Streak gets its name from the cool- 


| Meet THE RACERS aero 


The participants in the “streaking” events come from a variety of back- | seconds off your time by cutting Blades leave behind them. This trail is 

i | through buildings and turns as composed of electrons that are excited 
grounds. Some are surfers, while others are skaters or snowboarders. They mre Meat ocble becuse of the GEM technology (duh) 
all share one thing in common though, and that is they are the best in their eet eee HS EE nS Ne NCO SORTER 


A It wouldn't be much of a racing game 4 Every course has some sort of big 
if you couldn’t compete with your hazards that you will have to dodge. In 
friends, so SingleTrac is putting in both _ the Graveyard, for instance, this truck 

a split-screen and a link cable mode. —_ makes quite a large obstacle. 


S 


ee SSS eee — Rant ee <4 Just like in Jet 
> A former football sed in ciel - nats Moto, Streak fea- 


running back, Havoc : : : 4 tures tracks that 
hong very a e ae i ieee rte to Sar lot 
problem wii : ’ = ots lia of curves an 
authority. He sel: 7 nie wae ' aaa Ss changes in eleva- 
som baipg i PN a : tion. This ae 

and has a har ii . make the frac! 

time controlling} 77 * ‘ ' ; ‘ - ta? that much harder for 
his temper. ' : { z you to master, 


4 The inclusion 
| of a jump but- 
ton (R2) allows 
: : Se ? you to get some 
4 Having ‘ ~ 4 Sierra is a natur- C : : eo I serious air. 
faked her death, : al for riding = . ‘ ore | Hitting a jump 
Jade now lives GEMBlades. She fae . : fame) at the very end 
only to streak, is a loner and = ; , : : j of a ramp can 
She is also an places a high : 2 ‘e ae : launch you way 
expert in the emphasis on a= : up there, giving 
martial arts excellence and . oe > you plenty of 
form of 2 performance. ‘ : ‘ time to pull off 
Hapkido. pos eee : some extremely 
RAMEE E lesre ered ; cool tricks. 
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AFTER THE COIN TOSS, ANYTHING GOES. 


9/0 A\0" 


COMING(|JULY 15. 


sats aXe 
4 a ¢ &) 


EVEI 
e 


Publisher Sony CEA Release Date July 
Developer Sony CEE Type Racing 


riginally titled Rapid Racer, Turbo Prop 

Racing was one of Sony's European- 
developed games that was shown at last year's 
E3 show. It sparked quite a bit of interest, but 
Sony wasn't ready to release it in the U.S. Thus, 
the title faded away rather quietly. Now, almost a 
year later, it has finally resurfaced. 

Running at a constant 60 FPS (even in split- 
screen mode), Turbo Prop Racing looks to be one 
of the smoother playing racing titles out there. It 
takes advantage of the PlayStation’s high- 
resolution mode, so you can bet that the boats 
and courses are going to look simply breathtak- 
ing. Aside from its graphical prowess, TPR will 

also feature a rather unique upgrade sys- 

tem. The objective is not only to fin- 

i. ish in first place, but to pick up 

special icons scattered 
° around the courses. If 
you find enough of 


TOO 
CLOSE 
FOR 
ComFOoRT 


‘ A The ea . them, you will 
¢ aa i es boats are look- 
Since this game features a rather realistic itt pariog be able to 


lean and 
mean, and 
they definitely 
want to give 
Powerboat 
Racing a run 

| for the money, 


water physics engine, boats create actual 
wakes as they travel through the water. 
And just like in the real : wakes will 

away if you 


ee woes USA 


i 48 


‘ Big hazards, such as this waterfall, can 
reatly slow seen yor boat if you dont 
= ich them ¢ Just remem 
mie a straight course while flooring 
re gas and you should be fine. 


Alf a particular boat is giving you prob- 
lems, sometimes the best 
hit it from the side. If you are successful it 
will be knocked back, allowing you to 
brush ahead and take the lead, 


thing to do is to 


EVERYONE 


upgrade 
the engine 
performance, 
handling control, and~ pro- 
peller type for each of the 
boats. Of course, there are 
bad icons as well, which will slow down your 
boat should you pick them up. 

TPR will have a total of six unique tracks, and 
each of them will feature three different varia- 
tions, including night racing. If that isn't enough 
to keep you busy, Sony has even included a 
rather innovative fractal track editor. By changing 
certain numerical values, you can actually create 
new courses to race on! This feature should dra- 
matically increase the replay value of the game. 

Take all those cool features, throw in support 
for the Dual Shock Controller, and you potential- 
ly have one of the more innovative and unique 
racing titles to show up this year. This is espe- 
cially good news, considering how many lacklus- 
ter car racing games are out there already. 


never know 
what lies behind the 

next bend in the river, 

so always be prepared, 


A Unlike Interplay’s Powerboat Racing, 
which mostly had flat water courses, TPR 
has a lot of courses with dips and climbs. 
This should make for some fun racing 
with plenty of cool jumps. 


While Turbo Prop Bad will a anit six actual racing envi- 
ronments, they are quite varied and reflect locations all over 
the world. Initially, only three of these environments will be 
accessible, but finishing first will open the rest of them. 


Lola he 


é GUE: mone USGL! lap Fe® 


Scenic 
eran reas 


Try to stay away from the bck of the other 
boats and you should be able to maintain your 
top speed. Make them go through your wake! 


A ALASKA: This cold and difficult course will 
have you dodging a lot of snow and ice, as 
well as the other racers. It can be tricky to 
avoid sliding up on the ice banks. 


, ARIZONA: Race along the Colorado River 
as you enter the beautiful Grand Canyon. 
Just watch out for falling rocks, which can 
seriously damage your boat. 


. MIAMI BEACH: This popular college student 
resort has now been turned into a racing 
course. Narrow sand banks and shallow 
water are the hazards here. 
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Publisher GT Interactive Release Date 4th Quarter 
Developer Oddworld Inhabitants Type Platform/Strategy 


eo Be | 


Sees > If you thought the president 


4 of Rupture Farms was tough, 
just wait until you meet this 
/ Glukkon. He runs the 
SoulStorm Brewery with an 


iron fist, and he doesn’t 
/ care if the Mudokans like 
him or not. 


J | E {if | / 
| ( ( 
Just how much trouble can one Mudokan get himself into? 


hen the game designers at Oddworld Inhabitants first made Since Abe's Exoddus is merely a bonus game and 
Oddworld: Abe's Oddysee, they planned it to be the first in not a true sequel, the developers decided to stick with 
a five-game series. Each game would focus on a different aspect of | the same basic engine they created for the first 
Oddworld while introducing new heroes, dilemmas, and villains. But — game. However, some changes have been made 
with the second game still under development, the developers have _ that should make this one much more interest- 
decided to release this “bonus” game in the meantime. ing. Abe can now possess virtually any enemy, 
Oddworld: Abe's Exoddus begins just after the last game has — and he can also turn invisible when necessary. 
ended. While celebrating his victory over the Glukkons, Abe falls The Gamespeak system, which allows Abe to 
on his head and has a vision of three Mudokan Spirits. They beg — communicate with his fellow Mudokans, has 
him to come to Necrum, the ancient Mudokan City of the Dead, also been enhanced and gives our hero more 
because the Glukkons are causing problems there. It turns out that options than simply saying “Hello” or “Fol- 
the Glukkons are digging up the bones of the Mudokan dead in low me.” Emotions play a key part. 
order create an ultra-addictive soft drink called SoulStorm Considering how fun and. challenging 
Brew. Once again, it is up to Abe's Oddysee was, Exoddus should be just as 
Abe to save the day. He will daa eh hey eeved vag good. The only thing that the developers at Oddworld 
have to infiltrate the Soul- ee oveebias Inhabitants have to worry about is making sure that 
Storm Brewery, rescue . SSiamapeaeare ooo the game provides enough new challenges and 
the Mudokans who are ai P- surprises. Otherwise, you might end up 
; feeling like you're simply 


enslaved there, and 
ultimately destroy the playing the first game all 
over again. 


Brewery once and for all. 


N YOUR 
IVERAGE 
MIUDOKAN 


While the game engine 
| hasn't changed very much 
from Oddysee to Exoddus, 


| Abe has learned a consider \ The ability re fo possess other characters A Getting ; A iienever the Madokans get frantic ; c 
able number of new skills is especially pealisooney! in Abe's latest Mudokan is sometimes necessary _ Abe may need to slap some sense back A The Mudokan slaves in Oddysee were 
since his first came. Here Saenee: In fact, he can now possess —_gain their trust. Sometimes all thatis __ into them. This normally brings them pretty timid, doing’ everything that Abe 
: g j even more enemies than he could required is a good, solid pat on the back to reality pretty fast. It doesn’t do wanted them to. But this time they can get 
| are just a few of them: before, to help solve various puzzles, back, but others may be stubborn. much for their self-esteem, though. angry and disobedient, so sometimes Abe 
j wil have to be more forceful. 


» The Gamespeak 
system is still used 
for communication, 


express much jf 
more this time. 
Shown here, the 
| universal sign for 
| “Big Hamburger.” jf 


A “Whistle while we 
work?” Hardly, For 

} the r, enslaved © 
Mudokans, this is 

| certainly no fairy 
tale. Once. again, it is 
up to our hero 

4 to free them from 
their misery. 


<< Now that Abe can lead more than one Mudokan, sneaking 
around so you'll go unnoticed is of the utmost importance, 


a The Slogs are especially vicious creatures, and eae Taken their meal- 
time favorites. Which would you prefer, Mudokan marinara or filet of Mudokan? 
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PREVIEWS 


Eidos 
r Core Designs 


Type Action nuda 


JA 


r= idos and Core Design have been working diligently 
on Ninja since our last report, and it shows. Besides 
adding a few more environments to the playable version, 
they also populated all of the levels with baddies to fight. This 
iS great because now we're finally getting an idea of what 
the core gameplay of Ninja will be like. 

Ninja is a essentially a cross between Fighting Force and 
Tomb Raider: you get the huge environments to explore from 
Tomb Raider, and all of the beat “em up action of Fighting 
Force. The main difference between these two games, and 
the one factor that helps bridge the gap 
between them quite nicely, is the isometric 
camera angle the developers implemented. 

The camera in this game is very well 
done and probably one of the most intelli- 
gent we've seen in a 3-D game. After 
you beat up a group 
of samurai and 
jump off of a cliff, 
the camera will 
automatically orient 
itself to the best position. And due to the 
> “Hold it right there, what's the secret ninja pass- 


word? No, that’s not it. No, that’s not it either. It was a 
trick, Gaijin dog—there is no password! Now die!” 


| Pieces AND. PARTS 


Since Ninja is fully polygonal, the developers can do a lot of neat things with jointed 
characters. For example, get a load of these skeletons. 


A Only ra skeletons? That’s nothing for a 


<“Wheee!!! Look at me, 
I'm the flyin’ ninja! Eat your 
heart out samurai, this ride is for 
ninja only, and it’s takin’ me straight 
to the top! Sniff, sniff...hey, 
what's that smell?” 


a imagines you're just sitting mote Seooking San nen with a ue friends, when 
some uninvited ninja crashes your party. Hey, who's the bad guy here? 


4 Ack! All that smashing, and now you have 


Eidos’ martial arts beat ‘em up 
action is getting closer to release 


fact it stays so far away, you will never end up with a bad 
camera angle. This keeps all of the mechanics transparent 
and allows you to concentrate on the gameplay. 

Core appears to have learned a lot from its previous 
game engines, and this one is definitely the best the compa- 
ny has come up with. We've seen it support five characters 
onscreen at once, as well as a few ambient bunnies on the 
periphery of the fight, without any slowdown whatsoever. 

Missions so far range from mountain trails, to a snowy 
peak, to the pits of hell. One thing's for certain—there is plen- 
ty of variety between levels. Overall, this newest version of 
Ninja looks to be’a positive indicator of things to come. 


Soccece 


> The lord of hell will 
taunt you before he 
unleashes a boss to kick 
your butt. The nerve! 


‘A Most of the time you will find 
yourself fighting many opponents at 
‘once. Luckily you have weapons at 


> Back in feudal Japan, the 
ninja would sit in one spot 
hours, even days, just 
waiting for the 
moment to strike. 
They could also 
make a pretty 
good ham 
sandwich. 


martial arts ninja master. A few well-placed kicks _ twice as many enemies to deal with! That's not 


and punches should just about do it. 


the way this was supposed to turn out! 


your disposal to help even the odds. 


INTERACTIVE 
NVIRONMENTS 


Part of what makes Ninja so exciting 
is the fact that the environment is so 
interactive and is always ready to kill 
you. It’s no wonder the ninja lead 
such paranoid lives! 


walk sheers will top- 
Sse oave for tn 


A These swinging logs occur naturally in 
nature and serve to guard the treasures that 
appear throughout the land. 


). 
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Part of the Imagine 
Games Network. The 
largest computer and 

videogame destination 

in the world. 


iA. Imagine 
< | Games 
VA Network 
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The world’s #1 computer and videogame web site | 


[| warpware | nintenpo | sony | seca | ec | mac | ARCADE | 


THE COMPLETELY REDESIGNED 


GENERATION 


HOURLY UPDATES! 
11:00 A.M. to 6:00 P.M. Pacific Time 


Gaming news before anyone on the Web 


NGOL “Best Buys” and hardware reviews 


Newly revised Next Generation Stock Watch 


previews See the best games here — first! 


reviews Definitive online reviews, without the hype 


The latest demos for PC, Accelerated PC, and Mac 


specials Travel inside the developers’ studios 


Pre-order games before they hit store shelves 


http: //www.next-generation.com 


a 


DO ith loads of great fighting games already out for the 
PlayStation, any new contenders must have a unique 
angle to stand out from the crowd. The game designers at 
Paradox Development know this, and they are putting togeth- 
er an entirely new type of fighter: get ready for the 
PlayStation's first fourplayer fighting game! And oh yeah, it's 
also probably the bloodiest game you've ever seen. 

So, how does a fighting game work with four players? 
Basically, it's every man for himself, and only one of you is get- 
ting out alive. Unlike traditional fighting games, you don't really 
take damage, so to speak. Instead, players have “Kill Meters” 
that fill up as they land successful attacks. The first player to fill 
up the Kill Meter is suddenly charged with energy, and can then 


Here's a cool feature—two 
of you can double-team 
another character! One of 
you holds ‘im while the 
other one punches away. 


All 
of the 
characters 
have their own 
uniquely disturbing 
backgrounds, from 
Oddball’s padded 
room to Belladonna’s 
“Sinner’s Cell.” 


vy : Its — be mal 
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ractice city 
if you find epee inder the 
demented care of Dr. Faustus... 


AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAALAAAAAAAAALAALAAAD 


The Tormentor 
is a big fan of whip- 
ing people to dea’ 

Le + his chains. He's just 
not one of those sensitive 
'90s guys, y'know? 


in’—it’s a four-player 
is screen eve! 
picks a character for team battle or all-out war! 


Nope, we weren't 
fighting game! From 


perform an “Elimination Kill" with the simple push of a 
button. That leaves three players, and the battle starts / 
over in the second round. When it gets down to : 
only two players, you can perform a “Thrill Kill,” 
which is much more intense than the standard —_4 
Elimination Kills. You can also play one-on-one, 

or split into two teams. As for the story, it's 

fairly simple: all of the characters are in 
Hell. If you win, you get out. 

We've been testing an early 
copy of Thrill Kill for weeks, and it 
looks very promising. It really is a 
unique experience—it feels like 
more of a twist 
ed Bomberman-type party game than a 
traditional fighter. And man, is this game 
Violent! We've all seen the Resident Evils 
and the Mortal Kombats, but some of the 
stuff in Thrill Kill goes way beyond your 
normal Fatalities. Now if the developers 
can just manage to follow through on Thnill 
Kills promise, we just may have the begin- 
ning of a hit new fighting franchise. 


Some of as moves are truly over-the-top, 
and you can’t help but laugh, Here, Belladonna 
rides Tormentor like a pony. Humiliating, yes. 


Well Hellooo nurse! Each character has four 
different outfits, and some of them are truly bizarre. \ 


After you've kicked enough booty to fill up your Kill Meter, you'll be super- 
charged with crazy amounts of power. Then you can just waltz up to your 
enemies and perform an Elimination Kill, which knocks them out of the game. 


Y Here we see Tormentor, who has just 
maxed out his Kill Meter and is beginning 
to charge up for the big Elimination Kill. 


¥ Elimination Kills aren’t as flashy as Thrill 
Kills. Here, Tormentor simply uses his chain 
fo IS UN off Dr. Faustus’ head (ouch!). 


4 The cam- 
era zooms 
in on the 
head as 
it flies 
through 
the air 
in slow- 
motion, 
spraying 
gross 
amounts of 
blood all over 
the place (yuk!). 


A Tormentor stands proud over his victim’s 
dead carcass. One down, two to go... 
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Y Tired of being ¥ Cleetus likes RSM 
looked down to eat people, This guy’s just big. 

No wait, not big, 

massive. He's 

completely lost 

frame by using is humanity, 

stilts. This and just 

: ae : smashes 


= and 
grunts a lot. 


You can initially choose 
| from. eight characters, 
| plus three boss char- 
| acters, Each one 

has its own uniquely 

disturbing storyline. 

If you're lookin’ for the 
| typical “good guy,” you 
| ain't gonna find one here. 

Afterall, everyone's in 

Hell, remember? 


The Doctor is one sick 
puppy, who can either 
attack his opponents 
with surgical skill or 
get real messy—you 
know, depending on | 
how he’s feeling. | 


if into 
positions that are 
just plain painful 
still ram into to look at. She's 
completely insane, 


and is as slippery 
as a snake. 


perverted kind 
of pleasure out 
of crushing her people! 
opponents. She Definitely one 
uses an electric of the weirder 
cattle prod. characters. 


He used tobe a judge who 
would let criminals go free, Ts 
only so he could track them 
down later and forture them 
himself. Not a nice guy. 


a” i straightiacket, 
but he can 


When it’s down to just you and one 
other enemy and you fill up your Kill 
Meter, you'll be charged with the 
ability to perform a final Thrill Kill. 


Oddball stays really 
wound up, which is 
understandable con- 

sidering he can’t use 
his arms. Don’t go feel- 
ing for him 


thi 
otek your gut! 


Now, this is probably 
the most twisted screen 
shot that we've ever 
taken. We could say 
an awful lot here, but 
we'll just let the pic 
stand on its own. 
Belladonna dons her 
second alternate costume, 


Along with the 
crazy-nasty gross stuff, V 
you can also expect to 
see some things that are 


a slinky leopard suit. This 
game goes all out and 
offers no apologies— 


you've gotta love that, 
so completely bizarre they SS 
simply defy description. 


Mortal Kombat, both Resident Evils, Bio FR.E.A.K.S... 
we've seen it all. But some of the stuff in Thrill Killis just 
so insanely grotesque, it makes even us hardened video- 
game veterans sit up and take notice! Here are just a few 
of the 55 unique Thrill Kills (each character has five)... 


> Dr. Faustus 
bites off 
Tormentor’s 
head for a 
little snack. 


4 Forget that fancy stuff, Oddball takes the 
Belladonna gives him her electric cattle prod and _ simple route and just kicks a field goal with 


‘A After beating Dr. Faustus into submission, 4 Mammoth uses his incredible brute strength 
to rip off Dr, Faustus’ arms, and then proceeds 


to beat Faustus with them. Definitely not nice. 


A Another simple, basic move—one giant 
punch from Mammoth that shatters his victim 


makes him shock himself until he blows up. into big, bloody chunks. That'll leave a stain. 


Tormentor’s head. Three points for Oddball! 
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Electronic Arts eles 
Developer Electronic Arts 


: September 
S Actin/SHUdtan 


> This is your new and improved 
police whi In the future, 
being able to kick much 


ML 7 


Fighting crime in the future 


involves some serious artillery 


ver the years, Electronic Arts has made quite a 
name for itself with its highly acclaimed Strike 


QO 


series. LAPD 2100 was originally supposed to be the 
next in the series, dubbed Future Strike, but the devel- 
opers felt that they divulged from the Strike path too 
much, so they went ahead and changed the name. The 
resulting title is something unique in nature, but 


it still possesses many of the qualities that 
made the Strike series such a hit. 

LAPD 2100's storyline sounds just 
like a John Carpenter film. In a nutshell, 
it's Los Angeles in the future. 
Evidently, crime has gotten way out of 
hand—it takes the police depart- 
ment's best officers, driving what 
amount to mobile tanks, to bring in the 
leaders of the criminal underworld. Your 
vehicle has the ability to transform into two 
modes—the walker mode is better for com- 
bat, while the hovercraft mode is far better suited to 
moving around the environment. 

Each level is a multi-tiered 3-D labyrinth based on a 
section of LA. Not only do you have to deal with scores 
of enemy tanks, flyers, and turrets, but each level also 
boasts quite a few puzzles to solve before you can com- 


THE LITTLE 
DETAILS 


In an.action game like LAPD 
2000, it's the little attention 
to details that make it stand 
out. One such detail in the 

| game is the wide variety of 
explosions that go off around 
you in the heat of a firefight. 
This can make for intense 
and immersive gameplay. 


walls are covered with graffiti 


UC Hot only is the choceweve effet cook bat the 
‘and street signs. It's 
just like being in LA, only without the Del Taco! 


ass is an important part 
of making an arrest. 


plete it. A noteworthy point is that the 
puzzles are actually tied logically into the game- | 
play. For example, to open a certain gate in one 
of the levels, you must destroy a whole 
fleet of airships. The enemy will then 
have to open the gate to send out rein- 
forcements, providing your way in. This is a far 
cry from the “push the button, open the 
door” puzzles we've seen in so many 
previous games. 


¢ Walki 
sidewaysand EA has also added 
strafing your several _ multiplayer 
enemies is a 
skill that you Modes to LAPD 2700 to 
must master H H 
fyeumer insure longevity. One is 
to survive. the -much-appreciated 


cooperative mode in 
which two players can play the same 
mission split-screen and help each other 
out. In the competitive mode, two players go 

out and capture territory and turrets with the goal of 
eventually over-running each other's base. 

From what we've seen so far, LAPD 2100 looks like 
it could be pretty cool. The action is intense, the graphics 
are very detailed, and the game is pretty fun overall. 
We're looking forward to covering it more in the future. 


4 The explosion on the right takes place when 
you blow up a ship in port. The colored light- 
sourcing really accents the pyrotechnics. 


> If you look 
closely, you can 
see the laser 
aiming device 

for your vehi- 

cle. This is a 


4 Stay on your toes, now—at any given time 
you will be under attack from several ene- 
mies at once. No sleeping on the job! 


Your vehicle can transform into two differ- 
ent modes. The hovercraft mode is much 
faster, but with much less control than 


A When you have a lot of ground to cover and plenty 
of open space, the hovercraft is the best mode to use. 


Jury 1998 RICCO CEC ULTEUUTETUTTOUTTEUUCECUUTEUUTEUUTENUTTTUUTTUUTEY, VUZEUTTEUUZETUTTT TUTE UUCETUTTEVTCECTTETVUTEVULENTT) www? SNMONLINEscCOM « 


[{7 
‘ 


4 Could this finall 
awaited answer to Nintendo’s Zelda? 


om | onsidering how 


, change, because BLAM! and Take 2 
tt are teaming up to release Monkey 

Hero—a game that could very well 
8 be called the PlayStation's Zelda. 

As with most RPG-style games, Monkey 
Hero has an intricate background story. 
_ Ages ago, three different worlds existed 

instead of the single one that we all 
know of today. They were called the 
Waking world, the Dream World, and 
the Nightmare World, and each was in harmonious 


Here he is, every- 


enethe Monkey balance with the others. However, this delicate bal- 
ne Kd ee ance was destroyed when the forces of the Nightmare 
him if he’s planning World decided to invade the Dream World. It is up to 

on requestog s off Monkey Hero to restore the harmony by finding the 


missing eight chapters of a magic story book and 
destroying the Nightmare King. 


DUNGEON 
MASTERS 


At the end of each dunge 
level, you will have to taki 

a special sub-boss, If 
manage to defeat it, then y 
will be awarded with 

the coveted Eight Chapte: 
and be one step closer 


>0sh! This Boss attacks ig) 
defeating the Nightmare King. 2 ee ON es ad econ 
your sword and magic 


: Ll populated the 
a i RPG genre is getting on 
"the PlayStation, it's surprising / 
that more Zeldadike titles haven't [es 
appeared. Well this situation is about to is 


ma 7 


qER 


y be the PlayStation’s long- 


Monkeys no like bees. Bees bad! 
Bees sting monkey, make monkey 
cry! Monkey no like cry! Monkey 
like coconuts. Coconuts good, 
yay! Coconuts for monkey! 


You could compare 
Monkey Hero to the 
Super Nintendo version 
of Zelda quite easily, as 
Y both titles have a lot in com- 
mon. In both cases, combat is 
based in realtime, allowing you to 
move your characters freely around the environments 
and attack the enemy from any angle. Exploring both 
underground and above-ground areas is also handled 
similarly in both games. However, Monkey Hero has 
the advantage of more detail and larger polygonal- 
based worlds, some of which are over 1,600 screens 
in size! (That is simply huge.) Monkey Hero will also 
have plenty of secret items, and you will have to move 
rocks, cut down tall grass, and bomb cracked walls in 
order to find them all. Sounds familiar, doesn't it? Look 
out, Zelda fans—Monkey Hero is on its way! 


idering the es ability to rise 
from its grave, Monkey Hero may have a 
hard time fighting this boss. Figuring out its 


ic. weakness is the key to your survival. 


Grahrrr! Me am ogre! Ogre hate 


Monkey Hero, me want to smash him into monkey 
puddle! Unless he have coconuts—then we be pals! 


The Phoenix is 
but one of many 
bizarre sub-bosses that 
‘~% await Monkey Hero. 


eep your eyes ported you rah 
catch some ite su surprises. Check out those 
PlayStation controllers on the chalk boards. 


If you k 


As with most RPGs, wang with shia 
characters will give you helpful hints and 
tips, so you'll want to chat with everyone. 


REAL-TIME Com 


Unlike the standard fare of RPGs out there, the combat in Monkey Hero 
is handled in real-time. This means you can move freely around the 
environments and attack enemies from any direction. 


The design of the 
Dream World is quite 
different from the 
standard waking 
‘world that we all 
know, Not only is 
the architecture 


Unique, the inhabi- 
tants are a bit 
stranger, as well. 


A In a lot of cases, the best direction to 
attack an opponent is not from the front... 


4 Try to circle around until you can attack from 
‘an angle that is more'to your benefit. 
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"SPECIAL REPORT: An In-Do 


ost of you have probably heard about 
Sony's new Dual Shock analog control 
pad—after all, you’re PSM readers. You 
also, no doubt, have seen the original 
Dual Analog control pad that Sony 
released last year. It was supposed to 
include a “shock” feature, but it was 
removed just before its American 
release. But then you knew that too, 
right? Well, we bet that you haven't | 
heard everything about this cool 
new controller. Now you're about 
to find out more than you ever 
thought there was to know! 


So, What Does It Do? 

The Dual Shock gets its name from the two motors 

that are inside it. These motors can simulate two DIGITAL D-PAD 

different buzzing, or “shocking,” effects indepen- 

dently or simultaneously. Hence, “Dual Shock” — The Directional Pad (or “D-Pad”) is exactly the 


get it? You may be familiar with the Nintendo 64. same as the one on your standard PlayStation 
Rumble Pack. The Dual Shock is a similar idea, | controller. Even though most new games will 
but much more advanced. support analog control, you can always switch 
The other main feature of the controller is its back to the standard D-Pad if it works better for 
two analog joysticks. Both sticks work the same you for a particular game. 
way, but most games only use the left one. 
From now on, you can expect 99% of all the 
new games to incorporate analog control. 
Does It uyport All Games? RUBBER GRIPS 
Can I Use It with Older Ones? 
First off, none of the PlayStation games that An improvement over Sony's first analog 
have been released until now are Dual Shock control pad, the Dual Shock’s analog 
compatible—yeah, we know, that stinks, Of sticks feature a textured rubber grip 
course, you can still use the standard digital with domed, “mushroom-shaped” 
Directional Pad to play games as you normally tips. This will help keep your 
would. However, a couple of games, most notably thumbs from slipping off in the 
Rally Cross, did release with shock features intact. heat of the action, giving you 
This is because the original Sony Dual Analog controller good, tight control. 
had been planned to incorporate a shock feature, a 
these games were designed to work with it. ‘ 
The first batch of Dual Shock enhanced games are just § 


such as Gran Turismo, Cardinal Syn, and Tekken 3. From he 
expect pretty much every game to support the Dual Shock 


Where and When Can I Get One? 


The Dual Shock's official release date was May 5, so by ni 
block should have ‘em. The original Dual Analog controllers 
find, but just in case, make extra sure that it says “Dual Shock 


Why Should I Be So Excited? 


Because the Dual Shock is awesome! From here on out, every new g 

made to take advantage of the controller's cool features. The analog si 

give you greater control of the action, and the dual shock effects will help to is = 
ther immerse you in the gaming experience. And hey, the controller only retails 
for about $30, which ain't that bad. We've been using the Japanese model here 
at the PSM offices for months, and now that we're hooked we'll never go back. 
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ANALOGYINTROL STICKS 


The difference between analog and digital control can 
be huge (the original PlayStation controllers were all 
digital). A digital control pad can only move in eight 
directions {including diagonals): up, up/right, right, 
right/down, down, down/left, left, and left/up. An ana- 
log pad also goes in those directions, but the difference 
is that it can also move in every tiny increment in- 
between them. For a simple example of how this would 
work in a game, think of an average action title. Normally, 
you would just press left or right and your character 
would go in that direction. With analog control, you can 
move in those same directions in increments of speed. 


By holding the analog stick a little to the right, you can buttons are the same as always, but take a look at 
make the character move slo in_ that direction. 


}, the R2 buttons—on the original control pad they 
Gradually push the stick fu ; 4 i : were the same sizé-as the-Ri._buttons at about a 
If you really want to run fast, just push) i quarter of an inch, but the R2\buttons on the Dual 
the way to the right. Again, this is theme Shock-are-more,than twicé-asibig, at just over half an 
a inch. This makes the R2-buttons ‘much easier to 
Peach, no matter haw/you) prefer to\hold the pad. 


Take a look at the shoulder buttons on the Dual 
Shock, and you'll notice an obvious change. The R1 


Here’s a good look 
at the Dual Shock 
from multiple angles. 
Whats really impres- 
sive‘s how it’s almost 
exactly the same size! 
as the original 

} PlayStation pad, but 
the wizards at Sony 
have been able to 

_] squeeze so much 
more in. It’s also said 
to be relatively easy 

| to program for, so 
making games Dual 
Shock compatible 
should be a breeze 
for developers. It’s an 
all-around winner! 
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really understand the Dual Shock, let's 
crack this thing open and take a look under 
the hood. From this view you can see the 
two “shock” motors, one in each handle. 
The smaller motor (pictured on the left) pro- 
vides a standard “buzz” shock. This usually 
comes into play when you take damage in a 
game—you'll feel a quick buzz to coincide 
with the hit. The buzz can hit fast and last 
for a moment, or it can be held for any 
length of time. However, the intensity of the 
buzz can’t be changed. 

The bigger motor (pictured on the right) 
is unique, and is really what makes the 
shock feature so exciting. It's much more 
advanced than any other similar hardware 
(like the N64’s Rumble Pack). By spinning its 
larger weight, this motor can create a very 


USING THE SHOCK 
atm 


ae 


Here are a few exan 
ples. Remember tho 


EXAMPLE 2: TERKEN 3 


>PF -LP< 
CHK-P3XgRA 
oe FM 
BEB 


* This picture was taken from the back of the controller; 
normally the two motors would be on opposite sides. 


cool effect that kind of feels like th ‘ 
“whoop-whoop” of a helicopter’s blades \> 
spinning around, or a car engine revving up. 
Unlike the smaller motor, this one can buzz 
at various speeds and intensity. There is an 
almost limitless amount of cool special 
effects this can be used to create. 

Y’know what's really impressive? Sony 
put in both of these motors, plus the two 
analog control sticks, and the whole con- 
troller is only about a quarter of an inch 
wider and deeper than the original! It’s a bit 
heavier, but after a minute you'll hardly 
notice. Plus, the motors use such little ener- 
gy that the controller can get all it needs 
from the PlayStation, with no batteries 
required! (Unlike the N64 Rumble Pack.) 
Now that’s using your noggin. 


atible games as exam- 
rormerns started! 


What's Next? Lots more can be done with the Dual Shock controller, espe- 

cially when you consider that so far its second analog control 
stick has been mostly unused. Who knows what cool new tricks clever developers 
will think of next? With so many varied options on one pad, designers have a lot of 
room to come up with the perfect control set up, tailored specifically for each new 
game. The best effects will come when the various features are used in conjunction 
with one another. Or imagine a new type of game where you must “feel” the dif- 


g control makes a huge difference : 
e-roaming 3-D games. 
nei really matches the on-screen action, 


anese Tobal 2, you: power Up 
ally pressing the analog 


e pad, like it’s an ont 


ferent textures of walls and other objects using the pads various different shock 
effects. When you think of the technology that way, the possibilities are endless! 
Also on the horizon, you can probably expect to see the Dual Shock in a variety 
of colors and styles, including transparent see-through models. These have already 
hit Japan, and if the success of the colored Memory Cards are any prea, 
example, we're betting that we'll see them here, too. So take our advice [= J 
and go try one of these things out. You'll be really glad you did! WW ea 
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Win an MK4 Arcade Machine! All you have to do is help us cre- 
ate a new warrior. Fill out the entry form below and send it to 
PSMs MK4 Kontest, c/o Imagine Media, 


150 North Hill Drive, Brisbane, 
CA 94005. Enter now! 


1ST PRIZE 


AN NIK ARCADE MACHT 


A bunch of rules and other legal stuff: 4) The entry must be an all-original creation—no ripping off ideas from ott 
cters. 2) The entry must contain all of the information asked for to-be considered eligible. That means the 
acter’s name, weapon, Fatality, and back story, 3) Deadline for all entries will be-11:59PM, August 10th, 1998, 
entries will be judged unt! AFTER that date. All'entries will become the property. of Imagine Media and will not be 
feturried, so you should keep a copy for yourself. 4) The Contest shall be judged by the editors of PSM, and:the fol- 
fowing criteriashall be used to determine the winner. To the right of each category are the percentages that will be 
used.to determine the winner. A) Originality and creative design-40% B) Plausability: could this guy teally éxistin the 
MK universe?-35% C) The. coolness factor-25%. The decisions of the judges are final. All’ prizes. will be awarded. 
Prizes won by minors will be awarded to their parents or legal guardians. Imagine Media is not responsible for dam- 
‘ages oF. expenses that the winners might incur as a result of the Contest or the receipt of a prize, and winners are. 
tesponsible for income taxes based on the value.of the prize received. 5) Winners will be announced on ot around 
August 17th, with the top three winners being notified by phone. The Grand Prize winner, and:the two tunners-up, 
in the ‘Contest Winners” section of PSM. A list of winners may-also be obtained by sending a stamped, 
ed envelope to Imagine Media, Inc., c/o Blake Fischer, 150 North Hill Drive} Basbane, CA: 94005, 6) If 
more than-ane person works on the entry, the person. who submits it will be the “leader: ofthat group: Any and all 
prizes will be-sent to that person, and THEY will determine the distribution of any and allprizes to: the other ms 
bers. And any disputes that arise over the distribution of said prizes will be resolved by the group involved: PSM, ifs 
editors, and Imagine Media will not be responsible for any conflicts, nor act as mediator in such conflats. If a conflict 
arises prior to end of the contést, Imagine Media reserves the right to disqualify that entry, 7) To enter this contest, 
cut out the entry form and fill out all of the information required: {f you don't want to mess up your magazine, then 
simply photocopy the entry form, or jot-the information down on a postcard. Send your entry to PSM Mk4 Contest, 
&/o Imagine Media, 150 North Hill Drive, Brisbane, CA 94005. Or, jot your entry information down in an e-mail'and 
dit to psm@imaginemedia.com. Be sure to i le your full name, mailing address, and phone number. 8) This 
Contest is limited to residents of ‘the United States. No purchase necessary, void in Arizona, Maryland, Vermont, 
Puerto Rico; and where prohibited by law. 


Illustration: Walter McDaniel 
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363 PlayStation: « 


PlayStation} 


n 6/1/98 and 1/31/99. Maximum 2 awards per name and/or 
points and shipping and handlit 
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address. To awards send a completed prize redemption form, dated cash register receipts, proof-of-purcha: 


Entertainment (See prize redemption form or ¥ 
on orders will not be refunded, Points cannot be transferred or sold to another party for use for any other purpose. Fighters Edge points can not be redeemed for cash. Capcom Entertainment may cancel, rescind or extend this offer at any time. Points are 


Subject to 
program is operated by Capcom Entertain 
claim forms. Certified mail is recommended for orders. Sony 
offer. All decisions of Capcom Entertainment on all matters relating to this pro 
sidiaries, ry whatsoever, for any damages, 
local taxes if necessary. Offer is only good in United States. Other restrictions may app 
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omputer Entertainment Inc. is in no way affiliated 

tion are final. Recipients a 

S, losses or exp 
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! be voided. Proof of mailing does not constitute proof of deliv 
E s of Capcom Entertainment, it: S, 
ondition Capcom Ente 
ession or use of the 


ePro Magazine, So 
rd. Award recipi 


1ons% 


PlayStati 


= PlayStation} i 


EE PlayStation: # 


3B PlayStationi¢ =: PlayStation ¢ 


Hi PlayStation: ¢ 


PlayStation 


nig fae 


es to Capcom . 
fightersedge.com for complete details). Award merchandise is subject to change and subject to availability while supply lasts. Allow 10-12 weeks for delivery. Items may be shipped separately. Extra 


rification. Only original Fighters Edge proof-of-purchase pcints are valid from retail packages or from authorized Fighters Edge certificates. No reproductions allowed. Points valid only once per game purchased per person. The Fighters Edge 
Capcom is not responsible for lost, incomplete, damaged or illegible 
ndors and their immediate family members are nt eligible for this, 
Computer Entertainment Inc., their affiliates, sub- 
sible for any and all Federal, State and 


ae ee 
PY | 
UU 


PATCH 


Dy 


ee ee ee tant 


= P ean MN 
3 


Don't Fight It. Join Today! 
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Mortal Kombat 4: 
The Killer Guide 


moves, techniques and more! 


=): you think you're the Kombat master? You say 
you can beat anybody who challenges you in 
MK‘s 1-3, and pulling off Fatalities is second nature? 
Well, we got some news for ya—MIK¢ is here, and it's 
got more moves, deeper gameplay, and more violent 


he God of Thunder returns to Earth after the defeat of 

~ Shao Khan, only to find a new threat when Shinnok’s 

~ forces, led by Quan Chi, attack the Elder Gods. With 

the heavens in disarray, Raiden is one of the last Gods 

of Earth. He must come to the aid of his Elders to put 
-an end to the villainous reign of his ancient enemy. 


Weapon oo 
Hammer... Si ae ani Pe HP. 


Moves 

Lightning Bolt. 
Air Torpedo : 
Teleport....0ccneoe. AS ie GAGs Tea ae 


Fatalities 
Fatality 1 
Fatality 2 


_Aclose).*, #, *, +, HK 
(close) +, *, *, t HP 
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Fatalities than jn any prev 
MK. Lucky4or you, PSM ha 
countless hours playing | the game, 
researching the best combos and all of the 
fatalities, With this is guide i te sure to be on top. 


Gu alk find Sayuiens 
. to fake a good look » 
Se, you'll be lost! 


he "breaker." This Se ‘of throw | ‘done 
K button and involves you: breaking bones 


Prison Stage Fatality ....cclsccusicstesren Oe. 
Goro's Lair Stage Fatality... cece 


Kombos. 
1. (82%) HP. HP. HK, 
++HP Run In, HP 
Jump, HK, Air Tor 
pedo (>, *, LK) 
2. (31.%) 
(with Fi 
weapon 
out) 
€+LP 
#+LP 
teleport 
(+, 4), #4 
HK, Air 
Torpedo 
(%, >, LK) 
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Shinnok was banished from the 
Netherealm for crimes committed 
against the Elder Gods. He is freed 
from his confines by Quan Chi and, 
with the aid of a traitor, takes over 
the realm of Edenia. From there he 
wages a war against the Elder Gods 
and awaits revenge. 


Weapon 
Bladed staff. 


After Shao Kahin’ 
» defeat, 
finds himself’ a 
fugitive in the 
realm of Edenia. 
When Shinnok 
takes over the realm, 
Reptile is quick to join 


power, and his role asa 
cold-blooded _ killer 


and a place in the army 
of darkness. 


Weapon 


Reptile 


- Fetality 2 


his army. He holds. alle: °2 
* Prison Stage Fatality 


© glance to those of great 


earns Shinnok’s trust 


Moves 


_ Shinnok has no special moves of his own, but he can 


“imitate” all of the other characters and do their special 
moves instead. 


COieeet SLs ap 
Taeity O° AN, 


~ 
U 


ae Ole nolo OO) sale 
PSGenieN ia. bers 


Rete eveyone teey 


Battle Axe 5 


Moves 


AcidsSpltenitwae ter 

Dashing Punch 
Crawl... 
Invisibility. 


Fatalities 
Fatality 1... 


(close) Hold HP-+LP+HK4LK, * 


Goro a Stage te 


Kones 
1. (40%) HP. HK, +4HP Run tn, +4HP Crawl (+, 7, 
LK), Run In, +#+HP (@8 opponent is geiting: , 
ous Punch (#, +, LP) 

2. (41%) Jumping in HK, Crawl (¢, 3, LK), Run In, 
++HP Crawl, Run In, #+HP 


...(Sweep) €, #, +, +, HK 


Sub-Zero... 

Quan-Chi. 2, 6 Lk 
Sonya... + +, HP 
Fatalities 

Fatality (ess. ae ee (close) +, , #, +, RN 
Fatality 2 (close) +, *, t, +, BL 
Prison Stage Fatality... ++ > HK 
Goro's Lair Stage Fatality. .#, &, €+HP 


Kombos 

1. (27%) HP HP HK? *& +-HP. Run in, ++HP. Run in, 
#+LKk 

2. (54%) Pull Weapon (#, +, LP), #+LP°#+LP «+LP 


Weapon 


Air throw 


Fatalities 


Fatality 2 


Kombos 


Once a general in Shinnok’s armies, Reiko led the 
forces of darkness into battle against the Elder Gods. 
He was thought to be killed during that onslaught, 
but he resurfaces and joins the battle against the 
Earth forces, 
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Claymore «..cic00: 


Teleport Punch . 


Fatality 1... 


Prison Stage Fatality .. % 
Goro's Lair Stage Fatality ......)..ccccccccelccthetececseessvessseecsees 


In hopes of gaining Scorpion as a new ally in the war against the Elder Gods, 
Quan Chi makes the dead ninja an offer he can’t refuse—life, in exchange 
for his services as a warrior against the Elders. Scorpion accepts, but he also 

has ulterior motives... 


io hts Gen een pe ES (sweep range) «, %, %, #, BL 
(close) ¢, %, +, *, HP 


1, (46%) HP, HK, #+HK, Spear (*,¢, LP), HP HR HK, #+HP Run In, 
HP, Jumpin, HP Air Throw (BL) 

2. (41%) Jump In, HK, Teleport Punch (+, *, , HP), Spear (*, ©, 
LP), HR. HP HK, #+HP Run In, HP FireBreath (+, *, 4, LP) 


Moves 
SNUPRENGE Sen en ee 
RUDINICK ie Gc ear aaa 

Teleport... 
+Throw. 


Fatalities 
Fatality 1 


Fatality 2 .... (outside sweep) #, €, +, +, HK 
Prison Stage Fatality... cece ++, ¢,1P 
Goro’s Lair Stage Fatality... eee > 7, + LK 


All sorts of items litter the floor of each arena that 
you can throw ) 

_ handy spiked balls. All yo 
the item and press ++RI 

| throw it. You can also p 
~ | weapon with this method 
weapon). To throw the weapons, hi 
_to-use your weapon pull-out move. 


to do is stand over 
ick up the object and 


Kombos 
1. (37%) HR AK; #+HP Walk 
In, HP. Flip Kick (€, +, %, HK), 
Walk in, HR Jump In, HK, 
Shurikens (+, *, #, LP) 

2. (34%) HP HK, *+HP Run 
In, HP. Flip Kick (€, ¥, >, 
Hk), Run In, #+HP Run In, 
#+Lk 


_ ceased soul and jein: 


- because it doesn’t allow you to retreat. | 
like MK3, the corner is a little safer because the 
aggressor is pushed away after he makes a solid 
hit. Stil, it's best to avoid getting pinned there. 


The corner allows expert players to continuously 
ound their opponents with moves that can’tbe 
_ stopped, like this jump kick. Ouch! 
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Believed to be a member of Kano’s clan, the Black 
Dragon, Jarek is hunted down by Special Forces 
agent Sonya Blade for crimes against humanity. 
With the emergence of a much greater evil, Sonya 
and Jarek join forces and fight along Earth's warriors 
to defeat the evil Elder God, Shinnok. 


Weapon 
Scimitar 


Moves 

Flying Blade ... 
Cannonball 
Cannonball Up 
Ground Slam 


Fatalities 

Fatality 1. (close) +, €, +, >, LK 
Fatality 2... (Outside Sweep) *, +, 4, %, BL 
Prison Stage Fatality 

Goro's Lair Stage Fatality 


Kombos 

1. (82%) HP HP. HK, #+HP. 
Run In, HP. Flying Blade 
(+, *, +, LP), Ground 
Slam (#; +, €, HK) 

2. (34%) HP’ HP. HK, 
++HP Run In, HP 
Jump In, HK, Run 

In, Throw (LP) 


a high pu 
tion and push you away, effect 


Weapons do more damage when they hit an o 
nent, but their big drawback is their loss of speed 
For the most part, using a weapon really doe 
ive you much of an advantage because 
ed, and the fact that it will 
wie ve 


_If you attempt to juggle y: 


the game will lock 5 
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FUJIN 


Better known as ‘the 
god of wind, Fujin 
joins Raiden as one of 
the last surviving 
gods of Earth. Their 
counterparts were 
already defeated in a 
war of the heavens 
between Shinnok’s 
forces and the Elder 
Gods, He now prepares 
for the final battle 
between the forces of 
light and Shinnok's 
hel-spawned warriors 
of darkness. 


6 After Shao. Kahn's defeat at 
Px the hands of Earth's fighters, 
‘ Sub-Zero's ninja clan was dis- 
b\ banded. However, with the 

new. threat brought on by 
Quan Chi, the ice warrior 
once again dons the familiar 
costume worn by his brother, 
the original Sub-Zero. He also 
holds secrets passed onto 
him from his sibling—secrets 
that could hold the key to 
stopping Shinnok. 


Weapon 
Frozen Mace..¥, ¥, %, HK 


Unlike MK3, the designers of MK4 decided to get rid 


Weapon 
CrossbOWank.oa eee eee ee aie ¢,«,LP 


Moves 


Flying Knee .... 


Fatalities 
Fatality 1 
Fatality 2 


(outside sweep) Tap BL+Rn 5 times 

(outside sweep) +, %, %, *, BL 
Prison Stage Fatality....c..scccecssssensesvee +, 4 + HK 
Goro’s Lair Stage Fatality <0. occ +, %, «HP 


Kombos 

1. (47%) LK (from Air), Lift (>, +, %, HP), Slam (*, 9, 
+, LK), HK, Flying Knee (+, ¥, *, HK) 

2. (44%) Spin Throw (*, ¥, LP), Jump In, Dive 
(¥+LK), Lift(+, +, %, HP), Slam(«, +, +, LK), #+HP 


Moves 
Ice Blast... 


Ice Clone +" + 1P 
Slide... LP+LK+BL 
Fatalities 

Fatality 1 (close) +, #, %, %, HP+BL+RN 
Fatality 2 ... outside sweep) «, €, #, €+HP 


Prison Stage Fatality 
Goro's Lair Stage Fatality 


44 t HK 


Kombos 

4. (47%) Ice Blast (+, *, >, LP), Run in, HP HP HK, 
++HP Run In, Ice Clone (+, *, €, LP), Run In, HP: HP. 
HK, *+HK, Run In, Ice Clone (+, *, €, LP), Run In, 
HP. HP HK, #+HP. Run In, Breaker Throw (LK) 

2. (46%) Jump In, HK, Ice Blast (+, *, %, LP), Run tn, 
HP HP HK, #+HP Run In, HP. Jump In, HK, Slide 
(LP+LK+BL), Run In, Breaker Throw (LK) 


through the portal 


“TANYA 


As the daughter of Edenia’s am- 
bassador to new realms, Tanya 


she! 


that one of the wa or 
other than the banish 


“dial-a-kombos” for the most part. Instead, there Is 
one universal dial-a-kombo that everybody can do, and 
a majority of the advanced kombos branch off from it 
This kombo is HP HP, HK, #+HP. You can follow it up 
with a multitude of other moves to do the most dam- 


Soe ca ea pee 


age possible—just experiment and be creative. 


+ After pulling off the first four hits of the universal 
combo, you can run in and uppercut again. It looks really 
obnoxious, and it does relatively little damage. 
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» Another follow up to the universal starter is juggling 
with HP and then jump-kicking your opponent in the air. 
You can also follow up with a character’s special moves. 


Two of the stages have their own unique Fatalities for 
characters to pull off. You'll find that they’re just as-aris- 
ly and bloody as the normal character Fatalities. By the 
way, all Stage Fatalities are performed at close ranae. 


“Chop, chop, chop} That’s what you get for challeng- 
ing me to Mortal Kombat, sucker! If you'd have read 
PSM, you di bev known that move was coming!” 


A free roaming sorcerer powerful in the black arts, 
Quan Chi uses his abilities to free the evil Elder God 
Shinnok from his confines in the Netherealm. In 
return for his services, Shinnok has granted Quan 
Chi the position of Arch-Sorcerer of the newly 
expanded Netherealm. 


Sergei 
yk 
+ + LK 
BL (in air) 
*# HP 
Fatalities 
Fatality emacastieric (close) Hold LK for 5 seconds, 
+, %, +, % Release LK 
Ratalityi eins vt, (outside sweep) #, *, ¥, +, LP 
Prison Stage Fatality oo. c.ecciese ne >, %, +, HP 
Goro's Lair Stage Fatality... cee irheaian HUIS 
Kombos 
1. (34%) HP, HK, ¥+HP. Run In , HP. Jump In, HK, 
Stomp (%, +, LK) 


2. (34%) HP. HP HK, #+HP Run In, HP Jump In, 
HK, Air Throw (BL) 
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“After her journey to the Outworld, Sonya becomes a 


aifst mission. leads her to join Liu Kang and Raiden.) 


ae : 


& Throw. BL, 


Mortal Kombat is the first in the series to be 
done completely in 3 D, which means it has 


into the screen, just 
towards the screen yor 


member. ofthe Outworld Investigation Agency. Her! 


Now, she must surviveong enough to warn Se 
her government of the menace brought on <.") 
by the reappearance of Quan Chi. ae 


Weapon 
Spike Wheel voc: cectuess 2 PLK 


Moves 

Wrist'Gun; 
beg throw. 
Air Punch 
Bicycle Kick 
AIRADIOW. Sscucteeciceies { 


When you step i 
second or two for the 


ce siives (Outside? steep + + . +, Hk: 
Piison. Sie Fatality 


|| Gord's Lair Stage Fatality, se * +: 


. (40%) HE, HES 


2, (67%) HE HP. HKHK, ae Vets 
LX), Run in; LP Cartwheel («, «oy 4 nek), ae 
I HK; ele oe ER; Bu. ba 


ver 40%, the next move wil 
knock both. opponents away from each other and 
reward you with the words “Maximum Damage.” 

The secret, then, is getting as close to 40% as pos- 
sible and then doing a very powerful move that will 


5 After you get to 40% damage, you are knocked away on 
give you the most amount of damage. your next hit and the words “MAXIMUM DAMAGE” appear 
on screen. This is how the game i. y-balanced against 


the 100% damage kombos that 4” ated evious MKs. 
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Blowing your friends 
to pieces with a rocket launcher 
is only the beginning... 


Whether you’re in search of the ultimate online frag-fest or are 


looking for the latest Quake news, information, player rankings 


or skins — the Imagine Games Network has it all. 


Our unique affiliated Web network includes the world’s 


best Quake content and online game sites, as well as, 


much, much more. Check it out for yourself. 


www.imaginegames.com | 


BLUES NEWS = http://www.bluesnews.com 


Packed with astounding news and information about Quake 
and its derivatives and sequels for anyone who is playing solo 
or online, or making their own modifications to the game. 


CASE'S LADDER * http://www.igl.net 

Case’s is one of the premier online game sites, containing player 
rankings for all the best Internet-compatible games. IGL is where 
you can test your mettle and challenge over 25,000 players from 

all over the net to see just how good you really are. 


HEAT.NET ° http://heat.net 


Looking to play the hottest games against live competition? 
Come to HEAT.NET, where everyone earns frequent player 
points (degrees) just for playing their favorite multiplayer 
games, including Quake II. Find out what 150,000+ members 
already know - the best place to play games against live 
competition is HEAT. 


MECCAWORLD © hittp://meccaworld.com/quake/ 


MeccaWorld, home of the Top 100 Quake Levels and the Top 
25 Quake Modifications, offers gamers a database, complete 
with text, screenshots, files, and links to everything related to 
each game. 


PC GAMEWORLD « http://www.pcgameworld.com 


The premier Internet site for PC games! All the latest game 
demos and reviews, plus one of the biggest cheat databases 
around make this a site you really need to see. Best of all it's 
owned and run by gamers just like you. 


STOMPED « http://www.stomped.com 


There's hardly a Quake fan with Internet access who hasn't 
heard of the Quake Stomping Grounds. Stomped is the place 
to go for online Quake tournaments and gaming; the Stomped 
crew also has plans to expand into other games. 
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the secrers 


the secret weapons 


en you get to the final boss for the first 
vel, don’t immediately shoot off its neck 
__ and head. Just hang out for a while, avoid- 
_ing its attacks. A weapon will eventually 
~ pop up out of its back. Shoot this weapon 
"0 you can pick it up. Now if you shoot and 
troy the T-shaped structure on the 
88'S back (or bottom when the boss flips 
ver), the weapon that appears on its back 
may be the Juno—it appears at random. 


4 The Juno will behave like the Vulcan in 
the upper and lower weapon posi- 
tions, and it packs a serious wallop. 


the air, being sure to get it before it leaves 


bridge, it will release the Juno. 


Level 4 Level 7 


The firepower that you can wield with 
weapons grabbed during gameplay is 
immense, but the normal eight weapons 
can't compare to the effectiveness of the 


destroy the sub’s bridge that launches into © 


the screen. Once you've destroyed the © 


intense gameplay, it also has a ton of secrets and extras. 
You can find four hidden weapons, two hidden ships, a hidden 

branch, and three secret bonuses for each of the seven levels. 
We uncover it all in the following comprehensive guide—if 


game's four hidden weapons. They are 
hidden throughout the game, with at 
least one to find on almost every level. 
Trust us, most are worth the effort! 


sis novel, — 


try this 


the Mosquito, — 

nd Mosquito is also on this level. 

d to the lowest level of the 
“Narrow corridors area until you come to a 
_ steep incline. A large mech will slide down, 
and destroying it will reveal the Mosquito. 
This will also give you this level's second 


Before you get to the sub-boss for this 
level, you'll face a pretty tough submarine. 
You'll need to have the Hedgehog equip- 
ped in the lower position when you get 
there, as it is really the only weapon that 
can defeat the sub. To get the Juno to ap- 
pear, destroy the deck of the sub and then 


The Juno will appear randomly on the last © 
level. To have a chance of making it appear, 
you have to getall three secret bonuses for © 


the level. That means you have to shoot 
down the first two red enemies that ap- 
pear. A third red baddie will then appear. 
Shoot this third baddie to release the Juno. 


i gehind you. Now immedi- 
go down about three levels and 


secret bonus. Plain and simple, this 
weapon bites. Once launched, you can 
control the Mosquito missile with your D- 
pad. The problem is that you're still control- 
ling your ship! This inevitably leads to either 
not hitting a thing with the missiles or acci- 
dentally running into something. 


in the game. It can take 
addie with just one hit! 


will also appear on level five 
get the second secret bonus. As 
the ape-like sub-boss, 


armor covering its head. A red box 
p holding the Flash. Wait for the 
sub-boss to throw the crate at you before 
grabbing the weapon. 
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ful for certain types of baddies and the pat- 


“hands and legs and then take — 


~ ¥ Weird is the word to be associated 
this weapon, With some practice, the 
mey become effective. For the 
most part though, it’s hard to hit anything. 


e Python 
dea behind 

is 
ovel, but its 5 
ffectiveness in © 


_that are strung together. Once launched, 
you can use the D-pad to manipulate and 
twist the mines for a short moment. The 
_ fate of fire is very slow, and it's very hard to 
hit anything. With practice it might be use- 


terns they use to come at you, but why 
waste your time when you can use much 
better weapons? 


Level 5 

To find the Python, you must use Wasp 
missiles in the upper position so they seek 
and destroy the grey vehicle in the back- 
ground. The Python will appear toward the 
end of the first part of the level, after you 
go through the covered hanger area. 


4 The vehicle in the background looks like 
the Jawa Sandcrawler from Star Wars. 
Destroy it with some seeking Wasps. 
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Xe | 


Each level of Einhander holds three 
secret bonuses. Secret Bonuses are 
acquired by shooting down certain bad- 
dies or taking out a particular object. 


When you get all three Secret Bonuses 
for a given level, you will be able to 
choose it in a new level select option. 


Each bonus will reward you with the fol- 
lowing points: 


Level 2 


First Secret Bonus 


Level 3 


First Secret Bonus 


Level 1 ey 
First Secret Bonus al 
ee 


He 
proce A eneg- Senne ts 
fo . 


Le oe oe 
gr Kc Wc oe cr 


+ After the first few waves of baddies at 
the levels start, you'll encounter three 
circular, spinning, weapon-carrying ene- 
mies. Destroy all three completely and a 
red enemy of similar shape will appear. 
Destroy it for the first bonus. 


» Shoot out all the neon signs near the 


a» Completely destroy the two weapon 
carriers on the ground at the Deginninig 
of the level. This will make a re: 
weapon carrier appear. Completely 
destroy it to receive the bonus. 


beginning of the level. For best results, 
turn your ship’s speed all the way to 
maximum and use the Vulcan in the 
lower position in conjunction with anoth- 
er forward-firing weapon. 


Second Secret Bonus 


Second Secret Bonus 
Second Secret Bonus 


te 


" 7 ——. 


» Destroy af least 10 of the turrets that 
appear and reappear on the train before 
destroying its control tower. This is tough 
to do since the train will move out of 
range after a few moments. Be careful 
with your aim because once the control 
tower is destroyed you will move on. 


Completely destroy the first four 
weapon carriers when you start the 


At the sub-boss, weapon carriers and 
reflector vehicles will be on the floor and 
ceiling. To get the bonus, destroy at least 
10 of them before you kill the sub-boss. 


level, then completely destroy the two 
weapon carriers that will appear after 
the neon sign area. These last two 
weapon carriers will euly dppear if you 
shot down the previous 


Ure 


Third Secret Bonus 
Third Secret Bonus 


Third Secret Bonus 


. pelo 


© 


+ After the sub-boss, you will start to 
descend a tube. A column that releases 
baddies will be closing in from above 
you. To get the bonus points, you need 
to shoot and destroy the column and 
destroy every single enemy that falls out 
of it. Doing this will also give you the 
extremely effective Flash laser cannon. 


~The third secret bonus is the same as 
the second, except you'll be shooting at 
another part of the train. Shoot 10 fur- 
rets before destroying the control tower. 
This is also a great place to pick up lots 
of weapons. 


The third secret bonus will lead you 
down the game’s only hidden branch. 
When you get to the blue sub-boss, 
exclusively fire on its lower engine por- 
tion. Once it’s destroyed you will enter 
the hidden branch and receive the third 
secret bonus. 


Level 4 


First Secret Bonus 


+ Right before you get to the sub-boss 
you'll encounter a submarine. Destroy its 
deck with the Hedgehog weapon, then 
destroy the command center that will 
rise up. Be quick, as it will fly off the 
screen after a moment. Besides giving 
you the level's first secret bonus, you'll 
also receive the Juno. 


Second Secret Bonus 


. = eee _. i" i 

In the second part of the level, the sec- 
tion with the narrow corridors, immedi- 
ately head all the way down to the bot- 
tom level. When you finally come to an 
incline, destroy the large mech that will 
slide down for the bonus. 


Third Secret Bonus 


/ After the narrow corridor section you 
will enter a blue passage that has a blue 
tiled floor. Use the Vulcan to destroy the 
floor. If you have received the previous 
two secret bonuses, a green baddie will 
appear, Shoot off its wing and it will 
destroy the floor. Both techniques will 
give you the third secret bonus. 
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the secret bonuses 


Level 5 _ 


First Secret Bonus — 


Level 6 


First Secret Bonus 


6 


a ay. 


» At the end of the first area of level 
five, before you get to the sub-boss, 
you'll come across a series of crai 
structures moving up and down. Use a 
powerful weapon like the cannon to 
destroy all of them and get the bonus. 


_ Second Secret Bonus 


| 4 This tough secret bonus requires you to 
' shoot off the hands and legs of the a 
like sub-boss first, and then destroy the 


armor covering its head. 


Third Secret Bonus 


4 In the last part of the level, look for 
the red baddie parked with two others 
in the background. Use the Wasp missile 


to destroy it for the bonus. If you miss, it _ 


will fly by you in the foreground. If you 
miss it the second time, you might have 
one more chance if you’re able to shoot 
every single enemy that comes at you. 


The Unknown Fighter 
Type 1: Sodom 


This hidden ship is one of the small police 
baddies from the first level of the game. It 
fires normal bullets, but weapon pick-ups 
will change the rate of fire and the bullets’ 
behavior, much like a traditional shooter. 
Pressing X activates the ship's siren. To 
earn this ship, you must beat the game on 
any difficulty and earn at least 15 secret 
bonus points. 


4 As soon as you destroy the first boost- 
er rocket, a red ship will appear from 
one of the missile pods. Destroy this red 
ship for the level's first secret bonus. 


Second Secret Bonus 


4 Destroy at least three missile pods for 
the second secret bonus. 


Third Secret Bonus 


» The main boss will appear after you 
destroy both booster rockets. Shoot at 
and destroy the protrusion on the top of 
the boss’s head, then when the boss is 
destroyed a ship looking like a jellyfish 
will pop out. Destroy it for the thir 
secret bonus. 


A This extra ship can be powered up like a 
normal shooter. It’s a challenge to use. 


Level 7 


First Secret Bonus 


4 Destroy the first red ship that appears. 


Second Secret Bonus 


4» You know what to do with the second 
red ship that appears! 


Third Secret Bonus 


4 You guessed it—destroy the third red 
ship that appears. 


The Unknown Fighter 
Type 2: Selene 


The Selene is essentially a red Astraea with 
the dual arm weapon mounting. The other 
difference that may interest you is that when- 
ever you pick up a weapon with this ship, the 
Weapons ammo will be set to 9999! Earn the 
red Selene by beating the game on hard with- 
out continuing more than once or twice. 


A This is the best ship in the game, but 
good luck getting it—it is also the hardest 
secret in the game to earn. 
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Vigilante 6 


ore than just the car combat idea was bor- 
rowed from Twisted Metal. Vigilante 8 fea- 
tures hidden attacks that are very similar to TM2‘s 
advanced attacks, but they work a bit differently. The 
attacks are specific to each weapon, with each having 
two hidden attacks. To make a special attack, you must 
have a weapon attached to your car but not necessari- 
ly in use at the moment. Special attacks allow you to 
attack with your machine gun, a selected weapon, and 
a hidden attack for a threefold barrage. Some hidden 
attacks are printed in the game's instruction manual, 
but we thought it best to simply list every attack in the 
game right here for easy reference. 


This a home-made weapon that can be very powerful, 


but it has limited range and is hard to aim. Its speed is 
a sustained 120 m.p.h. with a range of 650 feet. 


Special Attack 1: Road Runner 
This will fire a non-explosive rocket that sticks to an 


enemy's chassis and sues it out of control. 
t 4 ’ R2 


Special Attack 2: Suan neda: 


This will fire all your remaining rockets i in nis succes- 


sion for total annihilation. 
t, 4% t R2 


SHOU the maps 


We had our spies enter the offices at Activision and get 
these top-secret satellite photos of the ten battlefields 
of Vigilante 8. No one died getting them or anything, 
but they're still very cool. Use them to plan out your 
strategies in a normal one-player game, or get the 
upper hand in a two-player game by going straight to all 
the good power-ups and weapons. You will notice that 
80 percent of the weapons and power-ups will appear 
randomly each time you play, but the levels have 
hotspots where the items are likely to appear. Most of 
these hotspots are noted on the maps. Also, be sure to 
blow up everything because many structures have 
goodies to give up. 
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maps, power-ups, 


LUeaApons, and secrets 


yp con to the next level in car combat, where the oppo- 
nents aren't your only worry. The environments in Vigilante 
8 are expansive and detailed, but as each can kill you in a variety 
of ways they also have a deadly side. To stay alive and be effective 
against your enemies you need to be intimate with the terrain— 
that's where the following maps can give you a distinct edge in 


both the one- and two-player 
games. We've detailed the locations of all 
the hazards, avers weds and 


Special Attack 1: Halo Decoy 
This handy defense fires a hot flare that will draw 
enemy fire away from you. 

t, 4%, 4%, R2 onto their backs. 
+4 4 RZ 
Special Attack 2: Afterburner 

This fires one of the missiles without detaching it, 
causing a sudden burst of speed. Needless to say, the 
afterburner is very handy and often used. 

+ ¢ R2 


gle burst, often 
oot hee 


This cannon has a 360-degree, auto-tracking turret that 
follows your enemies. Unfortunately, it's fairly ineffec- 
tive when either you or your target are moving. It fires 
60mm shells with a maximum lage of 850 feet. 


Special Attack 1: Cow Puncher: 
The cow puncher fires a non-explosive force charg 
‘that will bounce vehicles into Be air a , 
land on their roots. 


Ed Icons with an explosion behind them: a structure 
that must be blown up to find an item. 


& Shield 


Ge Radar Jammer 


O Hot-spots where either weapons or 
power-ups may randomly appear. 


®) Power-ups that will randomly regenerate 
in the same place. 


@ Random power-ups that may appear 
X€ 2X Damage 


St. Repair Wrench 


PN Special Weapon 


O Weapons that will randomly regenerate 
in the same spot. 


'®) Random weapons that may appear. 


1 An exclamation point with a number: one 


of a level's secrets or points of interest. ? Mystery Box (random weapon) 


the oil fields 


One of the main hazards here is the multitude of oil 
slicks scattered around the environment—hit one while 
you're turning and you'll spin out. For a bounty of 
power-ups, drive to the top of the oil tanks. You can 
destroy them for even more power-ups. There isn’t too 
much to gain from destroying the refinery, but the oil 
pumps and wells scattered throughout the landscape 
can release weapons and power-ups. At the far end of 
the environment (!2) where pipes are spewing fire, you 
can drive up onto a ridge that has three power-ups. 
Rather than jumping back into the action, fire from this 
elevated vantage point for some easy kills. The bill- 
boards also make great hiding places. 


Secrets 

T Use your machine gun on the large spherical oil 
containers to start them rolling. They will continue 
to roll around the battlefield until they are 

destroyed, causing major damage to anyone they hit. 


spouts. They will still release fire, but only spo- 
radically. Just time your passage carefully. 


12 To get by the flaming pipes safely, shoot out their 
e 


T Watch out when you destroy an oil pump be- 

cause harmful fire will sporadically spew out of 
the ground where it was standing.Oil pumps 
also may give up a weapon when destroyed. 


XE 
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Casino 
ciry: nevada 


Casino City is the only city level in the game. You drive 
mostly on pavement, and it has a lot more stuff to blow 
up. The streets can be deadly, however, as every inter- 
section has an exploding manhole cover. For a bird's- 
eye view of the city, you can board the blimp with your 
car and take control of it. Use it to escape or to reach 
the roofs of buildings otherwise unattainable. Its only 
hazard is that it can easily be targeted. Casino City has 
lots to explore, including some of the buildings, and it 
has even more places to hide. But to have a chance of 
surviving, you need to know the lay of the streets. 


Secrets 

| Ride the blimp that will land at different spots 

I] throughout the level by driving into it when its 
door is down. Once inside, you can take control of 

it and fly it anywhere you wish. Exit the blimp simply by 

pressing the X button. This is how you can reach the 

pick-ups on some of the rooftops. 


PPS sd fae 2g 


| Take out the structures covering the pumps at 
2 the two gas stations. These will create ramps 

that allow you to jump to some previously out- 
of-reach pick-ups. Use the Afterburner secret move to 
reach far-off roof tops. 


T At the back of this building is a door you can 
. open by shooting at it. This will lead to a ramp 
that lets you jump to a pick-up. 


pick-ups on the rooftops. The casino roof also 
has a jump you can use to get some major air. 


ghost rown: 
New Mexico 


T 4 Use the blimp to reach the smorgasbord of 
® 


It's back to the Old West with the ghost town level. The 
major annoyance here is in the form of numerous tum- 
bleweeds that drift around the environment. They easi- 
ly get stuck onto your car, slowing you down. The area 
is divided by a canyon with a twister roaming around 
inside it that can toss your car. The canyon is spanned 
by two bridges for the train to use. You can blow them 
up, but doing so makes getting from one side of the 
environment to the other much more difficult. Several 
pick-ups are inside the ghost town’s building and grave- 
yard, but it's the two trains that hold the big loot. 


Secrets 

T Watch out for the twister down in the canyon, it 

s 1 will pick your car up and fling it through the air. If 
you can lure your enemies into the twister's 

grasp, their cars will be stuck for a few moments, giv- 

ing you the opportunity for a few cheap hits. 


12 Two trains circle the entire environment, and 
e you can interact with them in a variety of ways. 
You can ride them by using the loading ramps in 
town to drive onto the last car of each (which hold sev- 
eral power-ups). You can also blow up the trains one car 
at a time to grab the power-ups they're carrying. For the 
Y Beware of the campfires by the teepees _ ultimate impact, take out the bridge just before the 
e and burial ground. If you run over them trains get there so they crash into the canyon below 
they will catch your car on fire and contin- (mines work great here). Whatever you do, though, 

ue to burn for a while, damaging your car. don’t get hit by the train! 
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aircraft graveyard: arizona 


This deserted aircraft graveyard in Arizona is actually not all that deserted. Renegade con- 
struction cranes are out to get you, and aircraft will land, take off, and drop bombs on you. 
It has plenty of places to hide as well as tons of pick-ups to grab, and of course everything 
will blow up. Secrets also abound on this level, many of which can devastate your oppo- 
nents...and you, too! 


Secrets 

Two different hidden areas at the edge of the environment contain a bunch of power- 
ups: one is behind a billboard; the other is at the end of a narrow path behind the con- 
trol tower, near where you start the level. There are enough power-ups at the second 
location to save for later, although in a two-player game it might be best to get them all 
before your opponent finds them. 


rr 


ied ba etela le hh a 


Timing will be crucial to get past this renegade crane, but it can be destroyed. Once 
past it, gain some speed and launch off the jump at the end of the corridor created 
by the wrecked aircraft. You'll land in a completely enclosed circular area—inside 
you'll be moderately safe, and you can grab a repair wrench. To reenter the battle, use one 
of the two jumps made from aircraft wings. 


This is another renegade crane that will follow you around, trying to smash you 
when you are in its vicinity. You can destroy it, but if you're quick enough you 
should be able to grab the power-ups nearby and escape unscathed. 


| A plane will periodically land, taxi, and take off here. Destroy the plane to acquire 
e several pick-ups. 


Notice the red green lights on the buildings of the control towers. If you drive by a 
light when the radar is spinning, it will turn from red to green. Now hightail it to the 
control tower on the opposite side of the environment and pass by the light to turn 
it green. If you managed to switch both of them while the radar is spinning, the aircraft that 
has been landing and taking off will do a bombing run on your targeted opponent. 


Valley farms: california 


Sunny Central California may seem peaceful at first, but this is anoth- 
er environment that can be extremely deadly. To gain the advantage, 
make the environment work for you. Look out for the windmill’s 
blades, as they will attack whoever is closest when they are de- 
stroyed. You can send giant waves down the waterways, damaging 
any who are in the way. This level has plenty of places to hide and a 
lot of off-road driving opportunities. 


Secrets 


Shoot down the windmills and their spinning blades will chase 
whoever is nearest. Just make sure it's not you! 


You can destroy the spouts that line the waterway. Each time one 
4 is blown up, a wave of water will flow down the channels of the 
waterway, wiping out everything in its path. 


The orange orchard is a great place to find more weapons, as they 
will often regenerate here. You can also shoot the oranges off the 
trees for some fresh-squeezed goodness. 


| 4 Two of the barns will have pick-ups in their lofts. To reach them, 
H you have to shoot the wagons in front of the barns. This will cre- 

ate jumps that will launch you into the lofts. You will need a lot of 
speed to get enough air, however, so the Afterburner secret move will 
be helpful here. 


Shoot the fans off the silos and they will start to swell, like they 


are breathing, until the pressure gets too great and they blow. 
This is a great way to sabotage your enemies. 
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canyoniands: 
urah 


The Canyonlands level doesn’t have much to destroy, 
just a small group of trailer homes, a gas station, a 
hotel, and some ancient ruins. It does have plenty of 
roadway to speed around on, making for some fun 
high-speed battles. Keep your eyes open for large boul- 
ders—during a battle they will get knocked loose and 
roll around the environment until they crash into some- 
one. The number of boulders will increase as the battle 
becomes more intense. Familiarity with the lay of the 
land (particularly with this stage) can be the difference 
between winning and losing. 


Secrets 
The circular structure is actually an ancient Native 
American warp transport (all the cool tribes had 
one). To make use of it, drive into the center when 
the glowing lights appear. Your car will be lifted into the 
air, allowing you to grab the pick-ups suspended there. 
Your car will then disappear and randomly reappear 
elsewhere in the environment. 


You can destroy both bridges, and each will cre- 
ate new jumps and release a variety pick-ups. 


B'¢ 
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the hoover dam: 
arizona/nevada 


The historical Hoover Dam makes for a very interesting 
battleground. This mainly industrial setting has a lot of 
curves and banks, making it extremely fun to just drive 
around in. Several secrets and a deadly waterway make 
for a level with lots to do and find. Use the tunnels to 
randomly warp out of harm's way, or use one of the 
many areas of higher elevation to snipe your attackers. 


Secrets 

II In many instances throughout the game, you can 

e A destroy tall structures so they fall onto your oppo- 
nents. For example, at the entrance to the park- 

ing lot you can shoot the tall structures to make them 

crush your enemies. 


12 On the opposite side of the environment from 
e the parking lot you will find the electric power 

station. Beware the electrical shocks they emit 
as you grab the pick-ups hidden behind them. 


Y At the foot of the waterway, you can drive onto 
e a narrow ramp in front of the building. In the 

middle of the ramp is a switch. Drive past the 
switch to activate an electrical charge that will travel the 
length of the water. This will still work when the ramp 
has been destroyed. 


| When you enter one of the tunnels you will ran- 
e domly emerge from another one. If you fall into 

the water along the top of the dam you will also 
emerge from one of these tunnels. 


shi resort: colorado 


The Ski Resort is easily one of the most unique environments in the 
game. It's located entirely on the side of a mountain, which offers some 
pretty exciting driving but very little in the way of cover. Features to be 
aware of include slippery snow, lots of jumps and moguls, snow mak- 
ers, and a gondola that you can ride. Shoot enough trees and you can 
even start an avalanche, which can be devastating to opponents at the 
bottom of the mountain. 


Secrets 
T The gondola can carry your car up and down the mountain. Enter 

I] the gondola at the top or bottom gondola houses and you'll be 

taken to the opposite side, grabbing pick-ups along the way. You 

will be vulnerable while in the lift, so be warned. Exit at any time by 
pressing the X button. 


Y At several locations along the edge of the environment, you will 
e find mini-jumps that launch you within reaching distance of sev- 
eral power-ups. 


| Shoot down at least three trees in a single area to start an 
e avalanche. You can do this wherever trees appear. Damage 

caused to vehicles by the avalanche can range from minor to 
utterly devastating. 
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sand factory: 
utah 


Before you can play this hidden level, you must first 
unlock it by beating the Quest mode. The Sand Factory 
is one of the largest and most active environments in 
the game, with a variety of things to find and do. The 
three sand piles can be gradually destroyed to reveal 
pick-ups. You can catch massive air off the conveyor 
belts that carry sand. All the buildings can be destroyed, 
and the main factory building holds its own cool secret. 
An elevator will even take you to the highest cliff in the 
environment! It's so amusing to just drive around 
exploring that you may forget about your opponents 
sr (that is if they let you). 


Secrets 

T Shoot the towers at the gate openings to seal the 

e A exit. You can, of course, shoot out the chain link 
fence next to it to cross to the other side. 


* 


12 Shoot the door to the factory itself and enter. 
e You will then be shot out of the shoot and onto 

the rock mass in the center of the environment. 
You'll get the same results when using the ramp 
extending from the rock mass in the center to jump 
onto the roof of the factory. 


13 Destroy the buildings at the foot of the two 
e large sand conveyor belts in order to drive up 

them. You can also take out the conveyor belts 
to reveal pick-ups. 


14. You can use the massive sand pile in the center 
H of the environment as a jump to reach the rock 

mass in the center. This sand pile can also be 
destroyed, but it will regenerate. 


15 Use the elevator in the back of the environment 
HI to reach the cliff above. You get the elevator 

working by shooting it briefly with your 
machine gun. Once you're on top of the cliff, destroy 
the elevator to create a ramp. 
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secret base: 
nevada 


This covert airbase in Nevada—the second hidden 
levelhas plenty of secrets to uncover, but it offers 
very little in the way of cover because the terrain is 
mostly flat. The environment is divided in two by a small 
mountain range, which is protected by four laser turrets 
that target both you and your opponents. If you need 
some quick cover from a relentless enemy, refuge can 
be found in the small hills behind the runway. This is 
also the location of several reappearing power-ups. 
What else has the government hidden here...? 


Secrets 

| Inside the hangar you'll find a captured alien 

@ A Spaceship. You can destroy it if you want, but it's 
more fun to try to push it around. 


The stealth aircraft cannot be destroyed, but you 
e can make them taxi and take off by shooting the 
ladders that lead to their cockpits. 


T Watch out for those vicious laser turrets! They 
e may be slow in targeting and have a limited 

range, but they sure pack a wallop when they hit 
something. The turrets are a bit tough to crack due to 
their position on top of a ridge, but if destroyed they 
may release Some weapons and power-ups. 


14 15 Drive through the large main building 
o Rg (!4) to find two weapons and a power- 
up. This whole structure can also be 
entirely destroyed, depriving your opponents of the 
pick-ups inside. As you drive through the building, 
notice the computer panel. You will trigger a switch 
there as you pass that will activate the switches in the 
square cemented areas to the left and right of the build- 
ing. After passing the computer panel, position your car 
under one of the structures with the two red lights (!5) 
in either square cemented area. The lights will turn 
green, causing a giant cruise missile to launch from the 
ground next to you and attack any targeted enemy. 
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CoDpDE JUNRIES 


Face it—you're a Code Junkie. You need 


every new PlayStation cheat and password, 
and you want ‘em now. Don't worry, our 


sources are the best. Stay connected with 


Beast Wars 

Level Select 

OK, so this game really bites. But maybe, somehow, 
the Transformers name sucked you in. Regardless, if 
you get stuck on a particular level you can enter the fol- 
lowing code to advance to the next stage, 

Pause during gameplay, then press and hold L2. 
Now quickly press *, +, €, %, A, X, X, A, 4, €, 
+, t. Release L2 and immediately press START to 
resume play. If you timed it correctly, you will get a 
Mission Complete message, and you'll be taken to 
a screen where you can save and advance to the 
next level. Sadly though, it never gets any better. 


“ You have to pause 
the game before you 
can enter the code to 
skip to the next level. 


‘MISSION 
COMPLETED 


4 When the code is entered correctly, you will get this 
message and be taken to the next level. Easy enough? 


X-Men Vs. Street Fighter 

EX Option Screen 

Just as in the Japanese version of the game, a hidden 
EX Option screen lets you play in original mode as well 
as max out the Power Meter so that it constantly stays 
fully charged. At the Main Menu, very quickly press A, 
A, %, ©, L1 (timing is crucial). You'll automatically be 
taken to the EX Option screen. 


¥ This hidden option 
screen only has two 
things to adjust, but 
both can dramatically 
affect gameplay. 


4 Enter the code 
quickly on the Main 
Menu. If you are suc- 
cessful you'll auto- 
matically go to the 
EX Option Screen. 


PSM and your supply will never go dry. 


Ghost in the Shell 

Level Select 

This game wasn't that tough to beat, but in case you 
never did (or you just want to revisit an especially fun 
level), we've found you a level select. It's the same 
level select that you get as you beat and save levels. 
At the Main Menu press R2, R1, 3, 0, *, +, 
R2, R2. A sound will confirm correct entry. Choose 
Mission Start and cycle right and left through the 
game's 12 missions. This code will also make all the 
cinemas available—just go to Movie Replay in the 
Options Menu to select and play any of them. 


4 Enter the code in at the Main Menu. You'll hear a noise 
if you enter it correctly. 


< Choose Mission 

Start and you 

can skip all the 
way to the final 

4 mission located 


MISSION 
1 ot no 1S fe 9eNE Mat am on the rooftops. 


i /onaeaa UY. She camG TR TORT I 


Original Mode 

Original Mode is an option you can switch on through the 
EX Option screen (see previous code). This will let you 
switch characters on the fly, just like in the arcade version. 
Here's the trick: it will only work in versus mode with 
another player. Player one has to choose two characters, 
for example Ryu and Wolverine. Player two would then 
choose Wolverine and Ryu. Now at any time during the 
match, press both Fierce punch and Fierce kick at the 
same time (L1 + R11 if using the standard button configu- 
ration) and you will switch characters. Also, when a char- 
acter is defeated, the teammate will jump in to continue 
the fight. Very cool! 


® Original Mode will 
only work in Versus 
Mode, as player two 
must choose the 
opposite combina- 


tion of characters 
from player one. foe 


Judge Dredd 

Various Passwords 

Enter all of the following passwords in the high score 
table. Unfortunately, to get to the high score table 
you'll actually have to play through the game and get a 
high score. You've gotta work for this one! 


Invincibility: 'EIKKIN 
50 Credits: IBEDSTRAW! 
Ending Cinema: 7LOVESEXY? 


PUNE U YO Bante) ST 
Sis POUR NAME 


a) 


CS = 55 
IN So & ee 
a 
ee al — Ea 
< 
“=> 
=i 
“oe! 


BRR OUU2I055 I-4 


4 To get to the high-score screen where you enter the 
passwords, you'll unfortunately have to play this awful 
game. And even after all that work, the only code worth 
using is the one for invincibility. 


Pitfalt 3-D 
Level Passwords S 
Last | issue we b 
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Need for Speed 3 

More Hidden Tracks 

Last issue we brought you the first set of codes to be 
released for this extremely hot racer. Not to disappoint 
your slobbery appetites, we're back with a bunch 
more! Enter all of them as the User Name in the 
Options Menu. The five hidden tracks are fairly fea- 
tureless and are completely without traffic, cops, other 
opponents, or analog control. That's not to say that 
some of them aren't fun to try out, however, especial- 
ly in two-player split-screen mode. 


4 Scorpio-7 
This hidden track is 
in an underwater 
colony with some 
interesting changes 
in elevation. Enter 
GLDFSH as the 
user name to 
access it. 


Space Race > 
This is a race in a 
space station. It 
features some 
really well done 
transparencies, 
some good jumps, 
and a_ reflective 
floor area that is slightly maze-like. Enter MNBEAM as 
your user name to race the SpaceRace track. 


<4 AutoCross 
This crazy track is 
located inside a 
deep canyon with 
concave walls. 
This makes for a 
race that has 
more of an off- 

nee road bobsled type 
of ei Enter XCNTRY as the user name to give 
AutoCross a try. 


Caverns > 

Yep, this track is, 
you guessed it, in 
a cavern. What 
makes it interest- 
ing though is its 
plethora of obsta- 
cles. Enter XCAV8 


<The Room 

The slot car track 
is located in a 
child's bedroom. It 
features lots of 
changes in eleva- 
tion and some 
pretty fun back- 
‘ ; ground objects. 
Enter PLAYTM as the user name to race this track. 


The Three Hidden Cars 

By now you should have at least earned the Jaguar 
XJR-15 legitimately, but if not we've got the code for 
you. We're also giving you the codes for the other two 


hidden cars: the Mercedes Benz CLK GTR and the El 
Nino EA concept car. Enter the following passwords as 
the name in User Records to activate the cars. 


Jaguar XJR-15 

Enter 1JAGX as the user 
name to drive the extremely 
fast Jag. 


Mercedes Benz CLK GTR 

Just — enter 

= AMGMRC as 

& your name, and 

the extremely fast 

but difficult to control 
Mercedes will become available. 


EI Nino Car 

The El Nino is a concept car conceived by the EA Need 
For Speed team. It's the fastest car in the game and 
handles like a dream. ; 


Enter ROCKET as 
the user name to 
make it available. 


More Camera Views 

The bonuses just don't stop coming with this game! 
You'll get some extra camera angles to play around 
with when you enter SEEALL as the user name. They 
are fairly useless, however, as they are the same ones 
used in the replay mode and are impossible to use in 
actual gameplay. 


All Cars, All Normal Tracks 


<4 Among the 
many new 
camera angles 
you can try 
are the shot- 
un camera, 

e circle cam- 
era, and the 
TV camera. All 
are useless in 
actual game- 
play, however. 


And finally, for those of you who are maybe a bit 
lazy, here is one last NFS3 code that serves the 
same purpose as a couple of the above codes. It will 
give you the Jag and the Mercedes and open all the 
normal tracks, including Empire City. Just enter 
SPOILT as the user name to open up everything. 


eed 2p on a game? Then call the people wn 

made it. For your convenience, we've gather 
the following list of tip lines for PlayStation game 
lishers. Most of the numbers are 900 toll ca 
warned—they will cost you. If you are under 
should get permission from whoever pays the phone 
bill before calling. Also, we don't maintain any of these 
lines (other than our own), so we aren't responsible u 
for the information available on them. : 


Stuck? 


Che t-_-PSM's new tip line is the only plac 
EY scvess the Code Junkies’ Bible in its ee 
code for every PlayStation game created! Ifit's i" 
it probably doesn't exist! PSM's tip line also a : 
complete walkthroughs and strategies for the 
games. And it's updated every month! 


: val 1-900-772-4P 


i re under 18 years of age, please get your parent 
ion before calling. Calls are $1.49 perm 


EEO Ae CC aN (516) 759-7800 


Accolade ..(900) 454-HINT 
Activision............... ..(900) 680-HINT 
American Techno .........0.0.:.:.0..000 (408) 453-9828 
ASC Games... cccceccccccsceecneeeens (203) 655-0032 
ASCH anes (900) 288-2724 
Atlus Software (714) 852-2351 
Bandati acc lsc een eae (810) 926-0947 
BMGP ee ere ee tea (415) 330-0600 
Capcom............. (900) 680-2583 
Crystal Dynamics (900) 737-4 

Data East....... (900) 454-54 
Eidos ona en Ee Se ey (900) 773-4367 
Electronic Arts.. (900) 288-4468 
Fox Interactive. (900) 225-5436 
GT Interactive 00.0. (970) 522-1797 
Hot-Bicee cts acne (415) 568-9501 
Interplay (714) 553-6655 


(847) 215-1811 


(900) 370-HINT 
(900) 896-4468 


Kokopeli 
Konami...... 


Maxis.............. 

Microprose........ ; 
Midway/Williams. (903) 874-5092 
Mindscape. (900) 737-4468 
Namco ....... 


(900) 976-4468 
(905) 475-4801 
(900) 933-7669 
(900) 370-5583 

(800}695-GAM 

(408) 737-6800 
(408) 463-0828 
(310) 787-2900 


: aS) 
(900) 288-GAME 
(303) 739-4019 
(900) 288-4744 
(714) 955-9592 
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Cope Jibs 


San Francisco Rush 

Secret Cars 

This game has several hidden cars for you to unlock. 
Most are made playable by collecting keys, while oth- 
ers are opened by beating the game's different 
modes. This is all fine and dandy, but if you're a code 
junkie then what you really want are the codes to play 
a few of the extra cars. 


To race the UFO, go to the car select screen after 
choosing a track. Press and hold L1 + L2 + R1 + R2, 
then press X to choose a car. Continue to hold the 
shoulder buttons on the transmission screen and 
release after pressing X. Now immediately press and 
hold A until the game begins. If done correctly you'll 
be flying the UFO. 


It’s obvious that the UFO was an afterthought— 


even though it floats above the ground, it still skids 
out and suffers from loss of speed when flying over 
grass! Uh, whatever. 


To race the mini-truck, press and hold L1 while you 
press X to select your car. Continue to hold L1 through 
the transmission screen until the race begins, which 
will be a while with the game's long load times. 


gy as - ao 
are ye he. 
ag ress ii: bad 
is 


ad 


Hey, it’s back to 
the eighties with 
the hidden mini- 
truck. The only 
way this car could 
be cooler is if its 
bed was filled 
with a bunch of 
speakers. 


To race as one of those mini cars so popular in 
England, press and hold R1 when choosing your car. 
Continue to hold it through the transmission screen 
until the race starts. 


The British 
Mini turns on 
a dime, but 
it’s not nearly 
as fast as 
some of the 
other cars. 
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Reboot 

Play As Enzo 

If the main character Bob is a little too mature for you, 
don't worry. With this code you can play as Enzo, 
Bob's young sidekick from the television series. He 
can do everything thing that Bob can do, plus he's got 
attitude with his backwards baseball cap and all. At the 
Main Menu press *, «, +, , +, L1, R1, 9, ¥, %. 
Now begin a new game. If done correctly, you'll be 
playing as Enzo in no time flat. 


Enter the Enzo code on the Main Menu, then begin a 
new game to see if it worked. 


Playing as Enzo sdoealt really change the game, but it’s 
a fun alternative to playing as the main character, Bob. 


Steel Harbinger 

Level Select 

We recently received a desperate letter from a Mr. 
Cline who resides in Pearblossom, California. Ap- 
parently he’s having some problems in beating Stee! 
Harbinger and is desperate for some codes. He says 
he has looked everywhere, and that he can’t find a 
thing. According to him, the fate of the free world 
depends on it. 

Now how could we here at PSM let the free world 
down? We went back into the Code Junkies Bible and 
found a level select for you. We know it's not the 
invincibility code you were looking for, but this is all we 
have found for the game, so enjoy. Enter these codes 
at the Title screen: 


Los Angeles: ©, ©, R2, R2, , %, *, L2,L2, 4 
Los Angeles 7: , ©, 2, k2, +, *, R2,R2,A4 
Las Vegas: 0, ©, L2, L1, *, +, Ri, R2, +, % 

Las Vegas 7: 4, 4, 12, uu, +R RZ, € 
San Francisco: ©, (1), L2, R1, 4, L1, R2, +, #, * 
Houston: 12, L1, Ri, R2, + + 4 2% 
Washington: ©, ©, L1, R1, L2, R2, €, %, 4, O 
Florida: L1, RI, G, O, R2,12, *, 4, +, + 
Nebraska: ©), ©, ¢, ¢, Le Oy OE aes 


Moon Base: Ri, Ri, L2, R1, 0, A, A, «, +, R2 


Deathtrap Dungeon 

Level Select 

Immediately enter the lower levels of the dungeon at 
any time by entering this easy-to-use level select. At 
the Main Menu, press L1, R1, A, A, 0, ©, R1, L1. You 
will hear a sound when entered correctly and the level 
select will appear in the Load Game screen. You 
should know, however, that when you skip to a later 
level you will enter the level with no items, which 
makes things a bit difficult. 


Enter the simple code on the Main Menu; you will hear 
a sound if you did it correctly. 


Contin last saree 


Spire 
Pe Labyrinth 
Ee 


It doesn’t get any easier than this: highlight the level 
you want and you'll be given the choice of which stage to 
start on within the level. 


Enter ihe 
passwo 

for the 
desired 

level.on | 
this screen 
and start 
a game. 


Now we new! that this isn’t exactly what you were 
looking for, but this is all that exists to our knowledge. 
Put it to good use, Mr. Cline—we’re counting on you, 
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| Cone Jinbes 
game sharH codes 


t- NOTE: You must have a Game Shark peripheral RI+R2 Full MAGIC .......eesseeesseeeeseeeceees d00a83c4000a Enable Slalom 2 .s..ccscsejscnsesesreeesstecseses 8009de1c0001 
from Interact to use these codes (duh!). 801caa7a0190 Enable MIN@S <5. ec cctetsntteececc 8009de240001 
d00a83c4000a Start oman sc. oe eee ee! d00a30f80000 
ARMORED CORE BUINM Et Cea a eee 801caa7c0190 800a30f80005 
Hidden Abilities ........scccssescseeesseecenes 800087200004 Start with All Weapons 
80039d200004 ENGIAT ORs ne eee eae d00a7cf60000 RAY TRACERS 
Equip All Optional Parts... 80039ca0fffT 300a84¢90001 Infinite Time 80058e880665 
Equip All Optional Parts d00a7cf60000 Infinite Nitro 80058a4003b6 
Except AUto-LaUnch .....csscseseesseeens 80039ca0fffb 300e868b000a Extra Characters. fae se a: 8005f7cc007f 
Maver Als GS PantSuyiie dates 80031ad80101 d00a7cf60000 
80031ada0101 800¢86742122 SAGA FRONTIER 
80031adc0101 d00a7cf60000 Infinite LP in Battle wees 8001d8300063 
80031ade0101 80086762324 Infinite Magic Points in Battle........... 8001d83803e7 
Have All Right Arm Weapons........... 800316140101 d00a7cf60000 Infinite Attack Points in Battle........... 8001d83403e7 
80031b160101 80086782526 Infinite: CreditSix. siveae Nessie 8001 2808f fff 
80031b180101 d00a7cf60000 
80031b1a0101 80086742728 SAN FRANCISCO RUSH 
80031b1c0101 d00a7cf60000 InfiniteMiMewacneersanaetes 800b2814002d 
80031b1e0101 800e867c0029 
80031200101 SHADOW MASTER 
80031b220101 MARCH MADNESS ‘98 Imfimite Arr ....scsssecssessssesssesssscssesases 800832340004 
Full Momentum Home Team............ 801081980064 800835f4003f 
BLASTO Full Momentum Away Team............. 801081980000 
Infinite blealthisssiei itis an d000622a00ff SPEED RACER 
InFIMHte HGSUtH iesescsscssesssasossesvesssteessnvus 801f04d41770 MLB ‘99 Places First eae sien acest eh es ty 8010180c0001 
Away Team Scores 0......c:ssessecseenes 800192080000 HOWSIIME) ceacesanansicresncc 800a06d80000 
BLOODY ROAR Away Team Scores 50.......sccesssse 800192083232 800ec64c0000 
Enable Bonus Options/Art Gallery ....801c4520ffff Away Team Starts with 10 Runs ......d00192080000 ExtraiVehiclesiaicsin, austenitic 800a2220000c 
Infinite Health P11 30145080002 800192080a0a 
Infinite Health P2 301045090002 SYNDICATE WARS 
NEED FOR SPEED III Infinite MOMeY .....cscscssrsssvsesssessessseessen 800e39ae0fff 
CRITICAL DEPTH Start on Lap 4 (Tournament)... d011dd300000 
Play as Agent 326 801d0094000c 8011dd300003 THEME HOSPITAL 
Play as Mr. Phatt...... 801d0094000d Start on Lap 2 (Knock-Out)... d011dd300000 Infinite: Cashsven ers tnarcma ain 8013b33a0200 
Play as Abbadon .. 801d0094000e 8011dd300001 HIGH:-REPULATION sc sciisscsssscsreerecsesas 8013c0600400 
Play @S OVETSCEL....essceecsessssesseessseesees 801d0094000f Enable Empire City and El Nino......... 800fa9e0003d 
Enable Nazda\ G2 i iticctestcsccasatc: 800439260101 TRIPLE PLAY ‘99 
DEAD OR ALIVE L1+R1 at Stadium Select : 
Enable Extra Config Menu .........esseee 80092cda7#40 POINT BLANK for Hidden Stadiums .......ssssecsseo0! d01174900600 
Infinite Cash in Quest Mode............. 800a3e64ffTT 801fff200001 
LEGACY OF KAIN Roth CHOW isp ee a i ey d00892b60200 
eeLe2 FUIAI «(evsessessrecies d00a83c40005 POWERBOAT RACING 3008ech10008 
801caa740190 Enable Catamaran.....scsscsssecseesecseees 8009de100101 eT EOROOUTS eats, cones eee d00892b60100 
d00a83c40005 8009de120101 3008ecb10000 
801caa760190 Enable Hidden Boats ........:..ecssesseesse 8009de280001 
Diablo 


Duplicate Money, Books, and Elixers 

This is a fairly simple trick that will allow you to boost your characters quickly. First 
of all, you must use two characters on separate memory cards. Load one of the 
characters with everything you want to duplicate and save it. Then bring the second 
player into the game and give that character all the items. Save the second charac- 
ter and restart the game. Both players will now have the items! You can repeat this 
handy technique as often as you need. 


QSCRBREEL OG 


4 The first step is to put everything you 4 Then bring in the second player and give it 
want duplicated into one character’s all the items you want to duplicate. Be sure to 
inventory and save the character. pull player one’s card and save player two. 
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welcome fo the premier forum for plegstation 
fans, where we dig into today'seifebr@st issues 


A The PSM staff prepares for the evening commute after another hard day at the office. We soon real- 
ized that it’s not a good idea to let Eug drive after too much Vigilante 8. 


| would like to comment on a few topics 
and then ask some questions. First, why 
is everyone so anxious to hear about 
PlayStation 2? Doesn't anyone else 
have any faith in Sony? PlayStation, in 
my opinion, hasn‘t even reached its best 
days yet. Nintendo is out of the picture, 
they are weak. Quality over quantity? 
Yeah, right! Almost all the released 
games for N64 suck. Goldeneye was 
well done, but PlayStation is making 
Tomorrow Never Dies to compete in 
that market. Now | have my questions: 


1. Is there any more information on 
Twisted Metal 3? | am hesitant to pur- 
chase Vigilante 8 because | am sure 
TM3 will be excellent. 

2. When will Parappa 2 hit the U.S.? 
Hopefully, it will have tons more levels 
of his dope rappin’ skilz. 


Josh Bamford, age 13 


rive, Brisbane, CA 94005. Or you can e- 
256 Careswell Street 
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mail us at psm@imaginemedia.com. 


A 
E222 
Heote 
5 = & =e xo) 
2Qa0c05 
SO CED 
Se Sa 
= So Oo 
Eo ae 
s236° 
a22s5 

= ce 
Eos 2 > 
SecEcs 
Ss§sac 

Os 
£op 
ost stu 
Soce ¥ 
O'S oO 
SERSE 
Seon s 
= Oe 


Hi 


JuLty 1998 


AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAL 


3. What are Sony's plans to get the 
Nintendo followers to see the light? | 
know PlayStation has a commanding 
lead over N64, but many of the 
little kids are still, um, let's say 
“uneducated” to think that 
"64" means it's better. What 

will Sony do in ‘98 to keep the 

"kiddie" company away from 

the top? 


That is all for now, but 
believe me, | will write 
back soon. Keep up the 
excellent work! The only 
complaint | have is that your mag 
has an end, but | always 
look forward to the next 


month when the new a tts hard to wait, but you can look for- 
two-player action when Parappa 
2 finally hits the U.S., Luke. 


colorful cover of PSM ward to 


shows up in my mailbox. 


Verney Yeh, age 14 


nukezero@hotmail.com 


Favorite Genre: All 
Need for Speed Ill, Resident Evil 2, Twisted 


Fantasy Vil, Wild Arms, Bushido Blade 
Favorite Games: Gran Turismo (import), 
Metal 2, Cool Boarders 2, Loaded, Time 
Crisis (import), Metal Slug (import), and 
Recipro Heat 5000 \import). 


Favorite Games: Resident Evil 2, Final 
Quote: | like rice! 


Marshfield, Massachusetts 02050 


Favorite Genre: RPGs 


A 
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Luke Rodgers 
lprodgers@earthlink.net 


B> NOAH: As far as the statement 
about everyone being hyped about 
PlayStation 2, | don’t think this is nec- 
essarily true. There will always be 
interest in the future of everyone's 
favorite console system, but in gen- 
eral | think people are thoroughly sat- 
isfied with the current PlayStation 
and are willing to be patient for the 
reasons you explained above. 


1. Vigilante 8 is incredible. If you're a 
Twisted Metal fan, then you'll love 
this game. Don’t hesitate, go out and 
pick it up. We'll have to wait and see 
about 7/M3 though, as it’s not being 
made by SingleTrac (which was 
responsible for 7/1 and TM2). Sony 
is working on the sequel’s develop- 
ment, and without actually seeing 
the game in action, it’s hard to spec- 
ulate on its merit. 
2, We haven't heard of a release 
date for Parappa 2 in Japan 
as it is only about 10% 
done. It will definitely hit 
there before we West- 
erners get to see it. 
We know it will be 
two-player this 
time around, 
though. Word up! 
3. Like you said, 
Sony is already on 
top. | don’t really 
think there is any 
competition. If 
Sony simply 
keeps the status 


64, GoldenEye, Chrono Trigger, 


Thong Phan, age 11 
einhander2000@hotmail.com 


13281 Twin 
Resident Evil 2, Wild Arms, Dead or Alive, 


Favorite Genre: RPG, Action\Adventure, 


N64 games are for little children. PSM 
Fighting 


Quote: PlayStation games are the bomb. 
rocks! PSX2 will rock the world! 

San Diego, California 92064 

Favorite Games: Final Fantasy VII 


Final Fantasy III 
Quote: Money, Power, Respect... You get 


Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 


quo, that will be enough to keep 
Nintendo at bay. As for those 
Nintendo fan boys out there—let 
them have their “kiddie” system. The 
real gamers know where the action is 
(only kidding! N64 has good games, 
too—at least five at last count). 


First off, | would like to thank you for 
being the number-one PlayStation mag- 
azine. You guys have it all! | also have 
some questions: 


A The Game Ice worked wonders for us, Leo, 
but so far it hasn’t been picked up for mass pro- 
duction. We can only hope some company out 
there will see the light! 


1. |'ve been hearing many bad remarks 
about the PlayStation conversion of X- 
Men vs. SF because of increased slow- 
down, no tag-team feature, and some 
other stuff. But | don't really mind the 
absence of tag-team, so does the slow- 
down itself make the game unplayable? 
2. | remember reading somewhere that 
when PlayStation 2 comes out, there’s 
going to be an upgrade for present 
PlayStation owners. Is that true? 
3. Is there any word on the develop- 
ment of FFVIII? 
4. And last, What's the news on the 
Game Ice product? 

(Continued on pg. 96) 


isted Metal 2. NBA 


Live ‘98, Resident Evil 2, Colony Wars, 


Triple Play ‘98, Wipeout XL 
Quote: RESIDENT EVIL 2 KICKS ASS!!! 


Lake Villa, Illinois 60046 


the money, buy the Power, then you earn 
Favorite Genre: ALL 
Favorite Games: /\ 


the Respect. 
JoeRobert19@juno.com 


2232 Oakleaf Lane 
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‘Esai month: Wis Putts HAGA GET fx A tucinne tu Hoist oh a SER ino We 
invite debate, so please drop us your opinion on this month's topic at PSIM PAUSE, c/o Imagine Media, 150 North 
Hill Drive, Brisbane, CA 94005. Or, you can e-mail us at psm@imaginemedia.com (just be sure to put “Pause” as the 


Tus Montn’s Toric: 


Violence and Censorship 


Vi) ideogame violence, and whether it should or 
shouldn't be censored, has been a major 
topic for several years now. It first caught national 
attention when Senator Joseph Lieberman practically 
put violent videogames on trial, with the intention of 
doing everything he could to limit 
or restrict violent content in 
games. Just recently, the topic has 
been put back into the spotlight by 
Senator John Grant and 
Representative Barry Silver, who 
are trying to ban violent arcade 
games from public locations in the 
state of Florida. The gaming indus- 
try is keeping a close eye on this, 
| because if Grant and Silver were to succeed, similar 
" actions in other states could quickly follow. 

It's funny how, after years of debate on this sub- 
ject, we're still arguing the exact same points with no 
new facts. There still isn't any hard proof that playing 
violent games will make a person more violent. There 
have been countless studies, but the only thing 
they've been able to prove is that people get excited 
by playing games, and their adrenaline level rises. 
Duh. And who decides which games are too violent? 
After getting rid of the Mortal Kombats, which games 
would be targeted next? Is Crash Bandicoot too vio- 
lent? He does “kill” countless enemies, after all. 

| believe that the people who would censor vio- 

' lence from games only have good intentions. But as 
a videogamer for life, | really wish they'd just stop 
screwin’ with me! Some people are so concerned 


Illustration: Jeff Matsuda 


| think game music today is just as 
memorable as it was back in the Sit @ 
days, you just have to find the right 
example. FFVI/ has its moments 
where | suspect I'll be able to hum 
certain tunes until the day | die. Wild 
Arms is the same way. | don’t think 
game music is getting worse. | think 
it's just as good, and in some cases, 
getting a lot better. 


Isaac 
SP_Chef@webiv.net 


Castlevania, Mario, Sonic, Contra, and 
Mega Man—the games you cited— 


Illustration: Robert DeJesus 


‘Some PEOPLE WOULD 
ABOLISH VIOLENT GAMES 
ALTOGETHER: WHERE 
THAT LEAVE Al GUY 
UKE ME, WHOIS OLD 
ENOUGH TO PLAY LIHAT 
HE WANTS?" 


a 


about a child seeing a “mature” game that they'd : 
abolish those games altogether. Where does that : 
; tunes, you ask? They gave way to musical depth. 
wants? As for kids, the decision should be left to their : 
parents. Actually, the current software content rating : 
; have shown. However, it's still mainly RPGs that 


leave a guy like me, who's old enough to play what he 


system seems fine by me. 

Until someone pro- 
duces hard, undis- 
putable evidence, |'ll 


“Aww shucks, 
we don’t have to 
fight... 


never believe that 
simply playing a violent 
videogame can actually lead 
the player to commit a violent act in the 


images on the news. I'm not a violent person, and | 
know the difference between reality and fantasy. 
Well, now it's time for you to voice your opinion on 
the subject. You can agree or disagree with what | 
said, just give me your own personal view. As always, 


them in this space (just please try to be brief!). 
certainly had great and memorable soundtracks. 


has deteriorated. 


mentioned were platformers. The remarkable movie- 


made players realize how much better 
music could be than the traditional bouncy 
side-scroller tunes. 


write music to evoke a mood, 
RPGs have such a vast variety o 
tones in a single game that it i 
hard to compete. Videogam 
music of the past, given the limite 
pace, was designed to create a hoo! 
that would help you identify 
} with the character rather than 
set a tone for the game. A 


“i Is today’s vic 
memorable than catchy tunes 
of yesteryear, or is it actually 

reaching new heights? 


ime music less 


Let's be friends, 


subject heading). We will run the best of your responses here in this section. Please try to be as brief as possible. 


memorable as Mario's theme was, it was mostly the 
same theme in every level. What happened to catchy 


It is possible to have music that is both catchy and 
deep, as recent games such as FFV// and Wild Arms 


make strides in this area. Game soundtracks 
haven't gotten worse, they've just changed 
their nature. 


Nich Maragos 
lucca@chocobo.org 


| agree that the music in games 
lately just doesn't have that certain 
something to get you to hum it or 
get it stuck in your head. | remember 
when | had my NES | use to hum the 
songs from Mario Brothers and Tetris, 
and even though | annoyed my friends 
with it, | didn't get tired of the songs. 
| love RPGs—l've played almost all of the ones for 


the Super NES and PlayStation. The last time | played 
real world. | can’t believe it, because of my own past : 
experiences. I've been exposed to violence—as : 
much as or even more so than most people—my : 
entire life, in games, movies, comics, music, whatev- : 
er. Still, | have to turn away from graphic, violent : 
: RPGs is not as easy to remember, because in RPGs 
: you can associate a certain piece of music with a cer- 
; tain event. However, |'ve played a lot of Resident Evil 
: and | don't remember the music at all. | personally feel 
: that RPG music is the easiest to remember. 

I'll take your most interesting responses and print : 

: Michael Y Cho 

® CHRIS SLATE ; 


Secret of Mana was nearly four years ago, and | can 
still hear its theme song clearly in my head. The same 
also applies to Final Fantasy Ill. These games are 
recent compared with the old “NES days.” 

These days, most of the music that isn't from 


ghett0_boyz@juno.com 


? As a professional musician and game player, | can 
However, your logic breaks down when you try to use : 
this as an example of how current videogame music : 


understand why there has been such a drastic change 
from the game music of the past. It seems the goal of 


: game developers in general is to make games more 
What has actually happened is something differ- : 
= ent. With, | think, the release of Final Fantasy I! (the 
U.S. version) on the Super NES, the way soundtracks : 
= were used in videogames changed. All the games you 


realistic. Thus, a change in music must be made to 


? accommodate this goal. For example, new sports 


games hardly have any music at all because there 


: would be no soundtrack if you were really at the 
i game. In this attempt at realism, the catchy tunes are 
like score of FFI/ and subsequent RPGs H T 


left in the past. Today there is more of a “film scoring” 


: approach to game music, which results in music to 
+ enhance the mood of the game, not dominate it. Of 
? course, some games still have memorable themes, 
While all game composers : 


like Wild Arms and Jet Moto, that are greatly 


improved by the technological advances in game 


ound. Game music in general, however, has become 
more ambiance than precedence. 


lonny D 
Wayne89@aol.com 


~ CHRIS: Good points, everyone. In the future, 
im hoping to see more videogame soundtracks 
hat both set the mood with high-quality sound, 


ind provide a catchy hook for you to 
m. Just think of Star Wars and [= 
indiana Jones—they get it totally right. 
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(Continued from pg. 94) 


Leo Mendoza 
playa6ix@aol.com 


STEVE: Howdy, Leo. Let's see if I 
can help you out: 


The slowdown in X-Men vs. Street 
Fighter is not too bad, but it is still 
noticeable. That fact alone does not 
make the game not fun, however. It is 
still quite a joy to play, you just have 
to face the fact that the game is 
extremely far from an accurate arcade 
conversion. Without the Tag-Team 
feature, it seems just like every other 
standard Street Fighter game. Per- 
sonally, | wish Capcom wouldn’t 
have ported this one to the PlaySta- 
tion. Capcom tried its best, but you 
can only do so much with the Play- 
Station's memory limitations. 

It looks like the PlayStation 2 is not 
going to be backwards-compatible 
with the current console. In fact, it 
might even use a new type of storage 
media, such as MiniDiscs. What this 
means is that you probably won't be 
seeing any type of upgrade in the 
future. (Sorry!) 

As for Final Fantasy Vill, Square will 
be making a formal announcement 
on the game at E3. We should have 
the full scoop for you next issue! 


NOAH: The Game Ice is an innov- 
ative and useful product, but as far as 
we know at this time, it’s dead in the 
water. For a while we heard that Ascii 
was considering picking up the Game 
Ice, but unfortunately that just 
never happened. 


Here are a few ques- 
tions for you guys: 


1. Not that | don't 

love your lid and 

memory card stick- 

ers, but is it possible 
to make some con- 
troller stickers? 

2. You guys always have 


| would like to be different from everyone else, but it is 

extremely difficult to get around complimenting PSM, 
so here it is: Your magazine is like Lara Croft served on 
a silver platter. Anyways, | have a couple of suggestions 
and a few questions: 


1. It would be nice if you could put a plastic 
covering on your magazine. 

2. Could you include posters in 
your magazine more often? 
Lid stickers and Memory 

Card stickers are cool, 
but | like to keep them 
on my PlayStation a little 

longer than a month. 

However, a new poster 
is always a nice addition 
to the collection on my wall. 
3. Is Warhammer: Dark Omen 


ow of The Horned Rat? | really 

enjoyed playing the first one, so do you think the sequel is 
worth the extra forty dollars they're asking? 

4. What will be the next really good RPG that's released for 
the PlayStation? 

5. | have heard about a new videogame system dubbed 
Project X. Do you know anything about it? Could it be a threat 
to the PlayStation? 


(No name or address provided) 


STEVE: Thanks for writing in. We always love to hear 
suggestions from our readers, since it helps us make the 
magazine that much better. 


The reason we don’t put a plastic covering on our issues 
is simply that we don’t really need it, since all of our bonus 
stuff is bound inside the magazine. The plastic would just 


You asked for it pal, so here it is: Lara Croft on a silver platter! 
better than Warhammer: Shad- Just leave it to PSM to fulfill your dreams... 


be an extra expense that we couldn't really justify. 
Besides, we like for you guys to be able to flip through 

the mag at the newsstand, to see what's 
Be in there. We think we've got a pretty 
good magazine, so we don't have 
anything to hide. 

We try to vary the different 
f extras that come included with each 
issue of PSM so they won't get 
too repetitive. You will see 
posters from time to time, 
but only when we feel 
that the artwork on it is 
appropriate. We will also 
be coming up with some 
other innovative extras that 
may just surprise you, so be sure 
to look for them in future issues. 

| would say that Dark Omen is a bit 
better than Horned Rat. There is not 
that much improvement in the over- 
all game design, but it has plenty of cool new features. The 
missions are also pretty neat and varied. However, you 
really need to be a fan of Warhammer to truly enjoy this 
game—it's not for everyone. 

That is hard to say. A couple of good RPGs are coming 
out later this year; the ones | am really looking forward to 
include Lunar: Silver Star Story Complete and Suikoden Il. 
Not much info on Suikoden Il is available, but | am hope- 
ful that Konami will be bringing it out soon. 

The “Project X” system that you talk about is a new 
secret console that may be making its appearance at E3. 
We don’t know very much about it, but we are sure that it 
will not present much of a challenge to the PlayStation. 
The PlayStation has far too large a user base for any con- 
sole to be an immediate threat, so don’t you worry. Project 
X does have one neat aspect, though, and that is the fact 
that it might use DVDs as its storage medium. 


the coolest game 
clothes such as Pa- 


rappa hats and other you agree? 
alee gets cool stuff. Can you 
send me a catalog Greg Stein 


or something? borris@aol.com 
3. You guys never 
seem to bad-mouth 
Nintendo. I've always 
wondered if you hate 


them and the N64. 


4. | think (I know) that Point Blank is 
one of the best games of all time. Do 


BLAKE: Here you go, Greg: 


Good idea. We've got a whole 
bunch of new ideas in the sticker vein 


that may be coming in the next few 
months, so keep your eyes peeled! 
We get very few of these articles of 
clothing, and usually we have to fight 
it for them out amongst ourselves. 
But you can purchase the Parappa 
hats and some other cool stuff on 
Sony's website: www.sony.com. 
Well, we're all gamers here. We 
have no real animosity towards Nin- 
tendo or the N64. We like the Play- 


Illustration: Robert DeJesus 
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Twisted Metal, Ace 


S, 
Combat 2, Colony Wars, G-Police, 


Front Mission Alternative, 


Tomb Raider, Resident Evil, Crash 


Bandicoot, Metal Gear Soli 
Quote: To all (Sega, Nintendo, 3DO, Atari) 


Favorite Genre: Fighting, Racing, 
Shooting, Action/Adventure/Strategy 
Favorite Games: Dead or Alive, Tekken 
Sout Blade, Tobal 2, SFEX+A, Toukon 
Retsuden 3, Bushido Blade, Tenct 
Turismo, WipeOut, Formula 1, Destruction 
except Sony; “Bad Management!!!" 
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(Beavis & Butt Head) 


"Ah! Ah! Fire! 
Favorite Genre: RPGs, Racing, Action/ 


Adventure 
Favorite Games: Final Fantasy Vil and 


Final Fantasy, Ill, Crash, FF Tactics 


Crash 2, RE1&2, Jet Moto, Wipeout XL 
Quote: The world is Square. 


Favorite Games: 7R7&2 OddWorld, 
Quote: 


te Mark Hamilton, age 14 
sublime027@msn.com 
Charlotte, North Carolina 


LHarrell@ecsu.campus.mci.net 
Favorite Genre: All 


tm ThE sHoRt DuDe, age 11 
Tyner, North Carolina 


Favorite Genre: ALL! 
te Jeff Harrell, age 16 


all gonna die! 


OUUIINUUUUTINUYUUTTUVUUTCINUUUUTINUUUTTTNVUUUTINUUUTINY. WUVUSUTTUUUTTTTUUUTETTVYULECCTUULUCTUTUUEETOTTEICC 


C&C Red Alert, FFVII, Grand 


Theft Auto!! 
Quote: Now don't quote me on this, but... 


Resident Evil 2. Tomb Raider 2, NBA Live 
‘98, Tekken 3, Need For Speed 3, Colony 


Quote: The music is right, | got my dancin’ 
Wars, Time Crisis 


shoes on, and me and your girl is booty 


1; 2, 3 (arcade), Castlevania SOTN, SaGa 
shakin! 


Favorite Games: Resident Evil 2, Tekken 
Favorite Genre: Action/Adventure, 


Simulations, 
Favorite Games: Final Fantasy VI/, 


_~ Dileep Monie, age 17 
moni0017@tc.umn.edu 
6024 Olinger Circle 

Edina, Minnesota 55436 


Frontier!!, 
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In the world of Alundra, you'll 
be faced with many puzzles, 
bosses and secrets. 


PSM’'s tips line will help you get — 
_ through with your sanity ine : 


Plus, ° we've got strategic walkthroughs for: 
BREATH OF Fire III, Finat Fantasy Tactics, RIvEN, 
RESIDENT EviL 2 & TOMB RAIDER 2! 


1-900-776-4PSM 


ALL PLAYSTATION GAMES, ALL THE TIME! 
Call for unlimited access to the 


CODE JUNKIES’ BIBLE - 


_ Get codes for every PlayStation game ever created! 


Calls cost $145/minute. 
Balls average 3 minutes in length. If you're under {8 years of age, please get your parents’ permission to call, = 


. Brought to you by cul {00% PlayStation Magazine. 
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Station better of course, but we all 
love games so it doesn’t make any 
sense to dis the other systems. Some 
of us have actually been known to 
sneak out and play a Nintendo 64 or 
Saturn game from time to time—it 
helps us keep things in perspective. 


Point Blank is a truly addicting game, Greg. 
Productivity plummeted around here for several 
days after we got our first copy! 


Point Blank was probably one of 
the greatest causes for late articles in 
PSM history. Charles defended his 
title of “Gun-Shooting Guy” against 
all comers. Chris vehemently states 
that he was the true Point Blank mas- 
ter—but we all know otherwise. 


Hello, | am a reader of your magazine, 
from Holland. I've got a few questions: 


1. l've heard about a movie card for the 
PlayStation that lets you play video CDs. 
Have you got any information about that? 
2. Is Wing Commander Prophecy going 
to be available for the PlayStation? 

3. | saw a kind of “glove” controller. Is it 
any good? 

4. Is Quest for Fame with Aerosmith 
(with a virtual plectrum that let's you play 
air guitar) going to be on the PlayStation? 


Olof 
Zevenbergen, Holland 


NOAH: Glad to hear 
from you, Olof. Never let it 
be said that PSM isn’t 
there for the international 
community! 


Resident Evil 2, Final Fantasy Tactics, Saga 
Frontier, Suikoden, Parappa the Rapper, 


MegaMan X4 
Quote: “Oh my GOD they killed Kenny” 
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p> Seth Hay, age 15 
KennyMc222@aol.com 
Columbia, Tennessee 
Favorite Genre: All 


pm Mike Matias 
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Favorite Games: Final Fantasy VII, 


In the Asian market there is the 
white MPEG PlayStation that will 
play VCD movies (mostly anime and 
adult movies). A Hong Kong-based 
company recently released a product 
that attaches to the back of any Play- 
Station and allows you to play VCDs. 
They're available through import 
stores, or you can order one online at 
places like www.buyrite1.com. 

Origin denies that this game will 
ever come to the PlayStation. We 
have heard that before, but don’t hold 
your breath, Olof. 

The Glove by Reality Quest is an 
incredibly creative and innovative 
new way to play games. Unfortu- 
nately, its insanely steep learning 
curve has turned most players off. If 
you want to spend about the next 
month losing at every game you play, 
then buy the glove. The time spent 


VED PLAYER 


La 


ICD player 
to play VCD movies 


You heard right, Olof—an attachment that lets 
you play VCDs on your PlayStation is now on 
the market. 


can eventually pay off in the form of 
improved, intuitive control. But again, 
it takes a lot of time to get to a satis- 
factory level of control, and these 
days, who has that kind of time? 
Quest for Fame will never come to 
the PlaySta- 
tion. There 
is, however, 
a game in 
Japan called 
Stolen Song 
that uses an “air 


The Glove’s potential is high, but 
its learning curve is just too daunting. 
You'll have to have plenty of time an 
patience if you plan on mastering this peripheral. 


Evil, Marvel Super Heroes, and SF Alpha 


Raider 2, Micro Machines V3, Resident 
UE 


> Alexander Bang, age: 13 


rich@online.no 
Favorite Games: Final Fantasy VII, Tomb 


Favorite Genre: RPG, Beat ‘em up, 


Action, Driving Simulations 


Kristiansand, Norway 
Quote: Sephiroth is old... 


jm Renato Moreira, age 16 
hannover@novanet.com.br 


Rio de Janeiro 


party on, paris-san 


You guys have built something up from the ground to a colossal tri- 
umph. You give otaku a good name with your section, the codes 
are up to date and always handy, and | agree with almost all your 
reviews. But there is one part of the magazine that rules 
supreme—the Fan Art section. Superb! 

| only have one comment to make. | know you are 100% inde- 
pendent, get to the truth, and are only PlayStation, but...you should get 
Bill to review some of the newer anime releases. It is just a thought, 
but | believe both sides of the Pacific would like that, especially with 
some interesting comments about the movies. Thanks for listening to 
my two cents. 


“As much as | love anime, there's already 
more than enough PlayStation info to fit into 
PSM. We just don’t have time to cover 
anime, too!” 


John Howley 
HowleyOrmond@webtv.net 


| just wanted to e-mail Bill Paris-san and tell him that | love the Nihon Game Otaku 
section. He does a great job of staying on top of the whole Japanese gaming scene. 
Banzai is pretty cool as well. There is one thing that | wanted to ask you to add to the 
section, though. When you do the “Top 10 Sellers in Japan” column, do you think 
you could include a little more info about the games, as well as some screenshots? 
A \ot of the games | don’t even know, and it would help if you could provide any more 
info about them. Are there any plans to do this in the near future? 


Geri Tolson 
Austin, TX 


BILL: John-san, honto ni arigato gozaimasu! Chibi and | do our best each 
month, and we're glad that you like the section. While we understand the 
obvious link between anime and games, we're entirely dedicated to the 
PlayStation, and we wouldn’t want to skimp on anything that wasn’t Play- 
Station-related (if only we had unlimited room)). 

As for your suggestion, Geri, thanks a lot! It's something we might look 
into in the future, but in the interest of space, we can’t do it at this time. The 
Top 10 Sellers in Japan is more for general knowledge, just to let you know 
what's selling. Arigato! 


guitar” sort of interface, but don’t 
expect to it in the West. On the other 
hand, we've been surprised before... 


monthly page in PSM that lists, say, the 
top 50 games of the month, along with 
your rating in a column. This would be a 
handy thing to see. If the game has not 
been reviewed yet, you could just put 
N/A or something. | would like to see this 
and |'m sure other readers would also. 


| have a question that | have gotten dif- 
ferent opinions on, so | thought | might 
ask you. How much of a difference does 
the S-Video cable make for the 
PlayStation? | have a Sony 32-inch TV. | 
have heard that the cable can make 
games look a lot better, but in some 
games imperfections in the graphics 
become apparent. Is this true? In your 
opinion, is it worth the $25? 

On another note, might | suggest a 


Rich Valente 
rjvalen@ibm.net 


STEVE: Hey, Rich. Yes, an S-Video 
cable is definitely worth the money. 
You won't notice as much a difference 
as you would have with a Super 


0, 


m- Robert Seifert, Age 18 


tm Andy Cho, age 15 
K4Kemp@aol.com 
rojseifk@uwe.edu 


9010 N. Keeler 
Favorite Games: NEED FOR SPEED 3! | 


also like Ridge Racer and Rage Racer. 
Favorite Genre: RPG, Action, Simulation 
Favorite Games: FF Tactics, Diab! 
Quote: "| appreciate the fact that you let 
me borrow your VIDEO game, and even 


Quote: PSM rules, you guys should make 
Parappa the Rapper 


Favorite Games: FFV//, FF Tactics, FF- 
a PSM car! 


related stuff 
Quote: “There can be only one Final 
Hartland, Wisconsin 53029 


Favorite Genre: RPG 
Favorite Genre: Driving 


1708 Bark River Dr. 
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Welcome to the Fan Art section! Each month we take a look at the coolest PlayStation fan art from 
_ the hottest new talents around. If you've done an illustration that you'd like to see printed here, then 
by all means send us a copy! (We'll take originals too, but we won't be able to return them). Address 
it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. Even 


better, if you happen to have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading “Fan Art.” Now get busy making that art! 


‘ 
KK 


4 Bisu always has some good fan 


art cookin’ up over at 
hitp://eisu.simplenet.com/. 


Cham Cham comes 


rocks at hijip: 


Nintendo, but the improvement is 
certainly there. Colors don’t bleed 
into each other, and edges become a 
little bit sharper. Some games may 
look better than others, but | don’t 
think you will notice any imperfec- 
tions that you haven't already. The 
only real way you can really spot a lot 
of graphical glitches is if you hook 
your console up to a computer mon- 
itor. It's amazing how bad some 
games can look when played on a 
high-resolution display. 

On your other note, we are still 
adding sections to the magazine, so 
there is a possibility that such a list 
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Favorite Genre: All except sp 
Tomb Raider 1&2, Ghost in the 
v= Brian Cho, age 17 


could eventually appear. We will just 
have to figure out the best way to 
present the information in a concise 
manner. Thanks for the suggestion, 
and keep ‘em coming! 


A couple issues back (January '98), 
someone wrote a letter about how his 
Game Shark didn’t work, and how he 
had tried numerous ones. Well, | was 
having the same problem. | had taken 
three Game Sharks back to Toys ‘R’ 
Us, and none had worked. After that, | 
went to EB and asked them about it. 
They told me that some of the early 
Game Sharks were recalled, and that 


Favorite Games: Breath of Fire 1&2, Final 


»»» Shane Moore, age 14 
shane205@juno.com 


Dallas, Texas 
Favorite Games: ALL £ 


Favorite Genre; RPG 


Temple/2270/. 


& Jos Fouts has mad skillz. Check him at 
http://www.geocities.com/Tokyo/ 


Toys ‘R’ Us wasn’t abiding by the recall. 
| bought one at EB, brought it home, 
and sure enough it worked. This one 


Make sure you don’t get a Game Shark in the 


blue packaging (right). The latest version comes in 


the black and silver 


lay, 
j a 
tame ENHANGER, 


'—Willy Wonka 


tion/Adventure, Sports 
Play ‘99, REZ, 


ed hard, and fe 
Tr 


on is: Never try.” 


are the dreamers of drea 


Clinton, Connecticut 
Favorite Genre: 
Favorite Game: 
Tekken 3, Gran Te 


glossy package. 


4 Cool, huh? Check out fcin Mins other 
works at http://genesis.mai son: 
otaku.net/gallery/gallery.himl., 


red website at httja:// 
e.cnime-meanga m 


had an “explorer” thing on the menu 
and V. 2.0 on the Instruction manual. 
Just trying to clear things up. Thanks for 
your time. 


Mark 
MKWTC44@aol.com 


NOAH: Some early Game 
Sharks may have been defective, 
but the latest version works great 
and comes with a brand-new inter- 
face and new codes. It was 
relaunched about ten months ago, 
and any bugs have been resolved. 
Look for the new glossy packaging. 


Favorite Games: FFVII, any. Street Fighter 
game, RE2, Mega Man X4, Tekken, and 


Bloody Roar. 
the human body is still the most danger- 


Quote: In an age of scientific wonders, 
ous machine! 


Favorite Genre: Anything but Sports! 


» Eric Arellano, age 18 
alphacrash@mindless.com 
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Lerreedim 


My friends and | were talking about the 
money that publishers get for releas- 
ing a game. We wanted to know if 
third-party publishers have to pay Sony 
to put a game out for the PlayStation, 
or if Sony backs them to put out the 
game. Is Sony involved with all of the 
games that are released for the 
PlayStation? Or do publishers just 
make a game for the PlayStation and 
release it independently? 


Chris 
IBN2GANEZ@webtv.net 


> CHRIS: Sony has absolute power 
over its third-party developers. First 
off, if you want to make a game for 
the PlayStation, Sony has to approve 
your original concept before you 
even get started. Then, after you've 
developed the game, Sony still has 
to give you final approval. Assuming 
that it approves your game, now 
you have to pay for Sony to produce 
the discs, plus you have to shell out 
a licensing fee for each one. And you 
have to deal with Sony—no one else 
is allowed to make PlayStation 
discs. Now you know why video- 
games cost so much. If developers 
only had to cover the costs of devel- 
oping the game, we'd be buying 
games dirt cheap! 


Hey, you guys rule. | have a couple of 
questions for you: 


1. Do you guys know if any company 
has picked up Bomberman World to 
release it here stateside? 

2. You don't hang out with that loser Jay 
from “www.computer-nerd.|-run-a-web- 
site.wannabe-PSM.com,” do you? 

3. This isn’t really a question, but | was 
really disappointed in SaGa Frontier and 
| guess | just bought it because it was a 
Square game. But I’m only human— 
who can resist a new Square game? 

4. This question is mainly for Stephen. 
Which anime do you think is better, 
Ghost in the Shell or Akira? | think Akira 
is too long towards the end, and my 
friend thinks that Ghost in the Shell is 
too boring. 


Keep up the good um, stuff you do (I’m 
not saying that playing and writing stuff 
about videogames is work). 


Chris Reed 
jeffreed@wclynx.com 


B> STEVE: Actually, Charles is the 
only person who “rules” at PSM, and 
he rules with an iron bat. We don’t 
dare challenge him. 

1. No company has picked up 
Bomberman World yet, which is 
kind of sad. The PlayStation really 
needs a Bomberman game here in 
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4 We want our Bomberman! We want our 
Bomberman! Lead the chant, Chris! 


the U.S. Sure, Poy Poy is fun and all, 
but nothing can touch a good ol’ 
game of Bomberman. 

2. Actually, Jay likes to hang 


4, Hmm...both Akira and Ghost in the 
Shell are great anime films in their 
own right. | think Akira got too con- 
voluted near the end, and Ghost in 
the Shell was far too short. If | had to 
choose one, | would probably go with 
Ghost in the Shell. | loved the tech- 
nology designs, and Masamune 
Shirow is pure genius at creating 
interesting worlds. However, if you 
want to know my most favorite 
anime movie of all time, it would 
have to be Shin Kimagure Orange 
Road. it is simply one of the most 
beautiful series of all time. 


Even though you probably all hate the 
fact that most letters are lists, here goes 
another one from a 13-year-old skater. 


1. Why did a popular idea, the skate- 
board game Top Skater, make it in the 
arcade yet never grace the Play- 
Station? Of course you would proba- 
bly tell me to go get 2xtreme or ESPN 
Extreme. These games are mostly 
racing, and have no real difference 
from any other racing game except 
the concept used. 

2. Speaking of skateboards, do any of 
you skate? 

3. | do not know why add-ons that 
would fit in the memory slot to the 
PlayStation are not made, like D/Zone 
for computer Doom! This possibility 
would be a great breakthrough that 
could bring older games back to life 
(such as Need for Speed, NHL Faceoff, 
and Twisted Metal 2). Just put new 


around with the PSM staff a lot. 
For some reason, he thinks he 
looks cooler if he is seen walking 
around with us. We don’t mind. 
After all, it is pretty hard to find a 
good lackey nowadays. 

3. You are absolutely right in your 
evaluation of Saga Frontier. | was 
quite disappointed in the game and 

wish that Square would have spent 

some more time on the title before 

releasing it. The company seems to 

be spreading its resources too thin. | 
just hope that it gets back in gear 
before the release of Final Fantasy 
Vill! That game needs to be especial- 
ly good if Square hopes to maintain 
its reputation. 


We totally agree, 
a true skateboard game 
for the PlayStation is long 
overdue. And no more of that 
ESPN Xtreme crap! 


tracks, cars, players, and features for 
games on cards that could hold a mem- 
ory card with it at the same time, elim- 
inating card-switching like N64! 
Does anyone remember Sonic and 
Knuckles for Sega Genesis? 
Would anything like this be at all 
possible on the PlayStation? 


Hookups357 
Hookups357@aol.com 


a Bb STEVE: Hey, Hookups. 

You seem to be named after 
my favorite brand of shoes, so 
I'm going to try to answer all of 
your questions myself. 


dirty rotten scoundrels 


This is a letter of complaint. It's not against PSM magazine, 
the people who produce it, or the loyal readers who purchase 
it. It's to all you mindless morons who like to stand and read 
videogame magazines at the magazine racks, steal the free 


v We found the 
guys who stole your 
lid sticker, Rick—it’s 
those damn ninjas! 
They're always 
messin’ ev ing 


items within them, and then place the magazines back on the 
rack without paying for them. On three separate occasions, 
the free bonus stickers were torn out of the PSM issues that 
| have purchased. The last time it happened was the April 
issue with the free Gex lid sticker. My wife purchased this 
magazine knowing that | like to read it very much. Much to 
my surprise (and to my eight-year-old daughter, Courtney) the 
sticker was torn free. This was definitely one sticker that we 
wanted to put on our PlayStation. 

Now back to the cheap guys who like to steal. Do your- 
self a favor: If you like the stickers that much, buy the maga- 
zine! Don't just steal the stickers and other extras without 
paying for them. 


Rick Will 
Anaheim, CA 


CHRIS: Hey Rick, | feel your pain. Buying a new issue 
fresh off the stands only to find that the cool stuff inside 
has been ripped off really does suck. Now, I’m sure that 
none of our loyal PSM readers out there are responsible 
for doing such horrible deeds, but to all you “casual” 
readers who screw things up for the rest of us, | only 
have one thing to say to you: cough up the five bucks, ya 
lousy cheapskates! if you're too cheap and just want to 
read the magazines at the newsstand, that's fine too, but 
don’t go stealin’ stuff out of them. That's lower than low. 
And Rick, next time check out the inside of the mag 
before you buy, to make sure the goods are still there. 


rf 


Illustration: Robert DeJesus 


AT LAST as 
MY OLD ENEMY, ae 
WE MEET FACE-TO- : TOO HAVE 
FACE IN MORTAL LONGED FOR 
KOMBAT! THIS DAY? 


LETTERS 


"TOO MANY NINJAS" 


Mega Man Legends should be out 
by the time you read this, Mr. 
Tamahome. Check out our review 
last issue (June 1998). 


would not trans- 
fer well to a 
home system. If 
Top Skater ever 
appeared on 
the PlayStation 
(which it won't 
because it was 
created by Sega), 
the graphics would 
have to be greatly 
toned down and 
the game would 


Top Skater was truly an innova- 
tive and fun arcade game because it 
had two major elements going for it. 
First was the cool skateboard thing- 
ofamabob that gave you the sensa- 
tion of riding your board through 
city streets and parks. Second was 
the high-quality graphics that pro- 
vided the game with a sense of real- 
ism not seen in any other skate- 
boarding title. 

Sadly, theses two elements are 
also the main reasons why the game 


| got a card in the mail from Eidos that said that it would be releasing a game 
called Tomb Raider Gold. It's just like the first Tomb Raider, except it has four 
extra levels. Since |am such a huge Tomb Raider fan, | was hyped. The next day, 
| called up Walden Software and asked if they had it. They said it was only for 
the PC. Unfortunately, | don't have a PC so | was wondering if Eidos has any 
plans to bring TR Gold to the PlayStation. If so, when? 


Kennon Talley 
Corpus Christi, TX 


| noticed the other day that 
EB had a new Tomb Raider 
game on the shelves. After 
reading the back, | found out 
that it was basically the same 
game as the first Tomb 
Raider, but an additional four 
levels were added. | am a 
huge Tomb Raider fan, but | 
only own a PlayStation. Do 
you know if Eidos is porting the extra levels over to the 
PlayStation? It could make it an expansion disc. Is this a 
possibility? If it does not get ported over, are any other 
Tomb Raider games coming out soon? 


never will be—available 
for us PlayStation owners. 


Sonya Harris 
San Antonio, TX 


BLAKE: Unfortunately for Tomb Raider fans on the PlayStation, the two 
new episodes that were released on the PC, Unfinished Business and 
Shadow Of the Cat, will not be coming for the PlayStation. It looks like 
we'll all just have to wait until the next game in the Tomb Raider series is 
released later this year. Shucks. 


have to be played using a 
regular controller. What is 
the fun in that? As for the 
ESPN sports titles, | am with 
you in saying that they are 
utter crap. | just hope that a 
high-quality skateboarding 
game eventually gets released for the 
PlayStation. Skate or Die Ill, anyone? 

Actually, several of us skate or 
used to skate. | use to skateboard 
quite a bit back when | was living 
over in Germany. There was real- 
ly nothing else to do. | always 
used to dream of skating with 

Tony Hawk and Steve 
Caballero, my two heroes. 
Perhaps someday | will 
even get my own Hook- 
ups endorsement... 

NOAH: | used to 
skate a lot of half- 
pipes. | was probably 
the most hard-core 
out of my crew, as | 
loved to acid-drop off the back of 
semi trailers. Needless to say, | can 
no longer skate as | have a pin in my 
shoulder from dislocating it over 70 
times. PS: Don’t try shove-its when 
going over 30 m.p.h.! 

CHARLES: | too, am a has-been 
vert skater. Now | just like to take the 
longboard out and carve a little. 

You have brought up a good idea, 
but something like that would not 
really be possible with the current 
PlayStation hardware. The memory 
card slots are far to limiting and don’t 
have the bandwidth to handle any- 
thing else except memory cards. If 
the PlayStation would have had a 
cartridge slot like the Sega Saturn, 
then your idea might have been fea- 
sible. Perhaps that is an idea that 
Sony will keep in mind when it 
designs the next PlayStation. 


| have a few questions and suggestions 
(I don't like the way that rhymes): 


a 
TSUNG’S 
BEARD... 


1. A lot of videogame mags have a sec- 
tion in the back where you can order all 
kinds of anime and videogame stuff for 
the true otaku out there, but why don't 
you guys? 

2. For those of you who like anime, 
which are your favorites? Mine are 
Fushigi Yuugi, Dragonball Z and GT, 
Ranma 1/2, and Tenchi Muyo. 

3. Do you have any info on any upcom- 
ing Rockman games? I’m a true 
Rockman fan!(| have my collection of 
the Japanese Rockman figures on top of 
my computer.) 

4, Who draws Chibi? 

5. Do you guys have a PSM web page? 


TamahomeFY 
TamahomeFY@aol.com 


STEVE: As the biggest anime fan 
here, | thought | would go ahead and 
answer your questions myself. [kuze! 


. We don’t have any anime-related 
sections because we want a maga- 
zine that has one specific focus—the 
PlayStation. PSM is a 100% PlaySta- 
tion magazine and that is how we 
want to keep it. 

A lot of us here like anime, but | 
would say that | am the biggest fan. | 
can tell by your name that you really 
like Fushigi Yuugi. | also like that 
series a lot, along with Maison 
Ikkoku, Ranma 1/2, and pretty much 
anything else that is done by Rumiko 
Takahashi. | dig Kimagure Orange 
Road as well. 

The only Rockman we currently 
know of is Rockman Dash, which is 
going to be called Mega Man Leg- 
ends here in the U.S. It should be out 
by the time you read this letter. 

A very talented artist by the name 
of Robert DeJesus. Check out his 
web site at www.ninjadeath.com. 

Everybody has a website 
these days. You can visit ours 
at www.psmonline.com. 
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PSM’s 100% Independent 
Approach Means 
No Strings Attached: 


Unlike a certain 
other PlayStation" 
games magazine. 


Independence is more than just 
some cheesy catch-phrase. It’s our 
mission statement. It’s at the heart 
of everything we do. This is a great 
benefit to you, our reader. 


We write about what we want to 
and put what we want on our cover. 
No one else need approve (or alter) 
our content before it’s printed. No 
One can make us say what we don’t 
believe to be true. 


In contrast, when strings are 
attached, reader trust is weakened. 
Ultimately, all credibility is lost. 


Independence is our promise to you 
and to all PlayStation gamers. 


You deserve no less. 


PSM 


iaowerdent PlayStation Magazine 


THI! 


Best Score with an A Ranking 


Einhander is Square's gift to shooter fans every- 
where. After you run out of continues or beat the 
game, you are given a total evaluation graph. We 


will award this month’s prize to the person who can_: 


not only get the highest score, but also get all A’s in 


the game's total evaluation rankings. All you have to 


do is send us a photo or videotape with the score 
and letter grades fully legible. The top qualified score 
wins, so start loading up on those bonus points! You 
must have a U.S. version of the game to win. 


Rasim eh tepiercsceia IYUEUUUTOUULEUUUEUULEUUUTEUUUTUUUTNUUTEUUCTNVTENTY _W 
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Each month, we put together three tough tests of skill—if you're 


LETTERS 


good enough to meet the PSM challenge, you can win cool prizes and 


* 100% Destruction 


When you beat the game in Quest Mode, a screen 


will display the percentage of all cars destroyed, the 
: number of whammies, and the objectives met. We 


want to see if you can get 100% on this screen. No 
one at Activision has been able to do it, so this is a 
true challenge. Ties will be decided by the highest 
number of whammies and total cars destroyed. 
Send in a picture of your TV screen with the per- 
centage screen. A password should also be clearly 
visible on the bottom of the screen so that we can 


: confirm your win. Good luck—you're gonna need it! 


see your name in print! The first qualifying entry received from each 

challenge will be our winner, so get your entry in early. Send in your 

entries to PSM Top This!, c/o Imagine Media, 150 North Hill Drive, 
Brisbane, CA 94005. Don’t forget to include your sie: 

return address! Sorry, but we can’t return any 


pictures or videotapes you send. Enter today! 


: our office in quite a while. You must beat dozens of 


Beat the Game 


Tomba is not only a great platformer, it's also one of 
longest and most involving games to come through 


quests and master many tests of platforming skill. If 
you manage to make it all the way through the game 
and catch all of the Demon Pigs, videotape the end- 
ing or at least snap a polaroid or two and send it in. 
The first person who sends us what we need will be 
cranking up some new speakers! Again, you must 
have a U.S. version of the game to win. 


Oh no—we’re almost at the end of the issue! Man these things go 
by fast... Anyways, before we go, here are a few parting shots: 


WHAT ARE 
YOU POINTING AT? 
JUST SNAP THE 
PICTURE! 
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Robby Nguyen K Nguyen 
CRoNo316zx@juno.com 

Santa Ana, California 

Trade Type: Want, Trade, Sell 

Item: Games, Accessory 

Description: Willing to sell Mortal Kombat 
Mythologies ($15), Tomb Raider ($15), NBA Live 
‘98 ($20), WCW Vs. the World ($10), WCW Nitro 
($20), College Slam ($5), Mega Memory Card 
($15), Final Fantasy Vil ($25), Crash Bandicoot 2 
($20). All in good condition. Looking for Street 
Fighter EX + Alpha, Command and Conquer: Red 
Alert, and a Joystick for PlayStation. Would buy 
for a good price or trade for some of the games. 
E-mail me to negotiate prices. 


B Mike Genco 

mike_g13@hotmail.com 

Beverly Hills, Florida 

Trade Type: Want, Trade, Sell Item: Games 
1am willing to trade Final Fantasy VII and Crash 
Bandicoot for Gex: Enter the Gecko, Steel Reign, 
or G Police. | will also sell my Demo Disc 5.0, with 
NFL Gameday ‘98, NHL Faceoff ‘98, Intelligent 
Qube, Parappa the Rapper, Armored Core, Crash 
Bandicoot 2, Fighting Force, Colony Wars, Star 
Wars Masters, and Tomb Raider 2, for $10 or best 
offer. Feel free to e-mail me. 


bm Kyle Ellis 

DrNgin2000@aol.com 

1013 Morris Ave. 

Jeffersonville, Indiana 47130 

Trade Type: Trade or Sell 

Item: Games, Accessories 

Description: | am selling Fighting Force, Tomb 
Raider 1, and a demo disc. Willing to trade or best 
offer. I'm looking for Bloody Roar, Saga Frontier, 
Need for Speed 3, and a Dual Analog Controller. 
Send e-mail if you like my offer. 


- Viper 

friend3404@aol.com 

11716 NE 49th St. Apt. R1 

Vancouver, Washington 98682 

Trade Type: Trade Item: Games 

| have Tekken 2, Monster Rancher, RE Director's 
Cut, Ghost in the Shell, WCW Nitro, and Final 
Fantasy Tactics. Will listen to all offers, really look- 
ing for Tactics Ogre (1 or 2). All games are in 
excellent condition. | like all types of games! 


bm Ken Smith 

KSmith2687@aol.com 

Trade Type: Sell, Trade, or Buy 

Item: PlayStation or PC games 

Description: | am willing to sell Tiger Shark for 
$20 and Soul Blade for $30 or trade either one. | 
am looking for any demo discs or CD samplers for 
the PlayStation, and Colony Wars and Need for 
Speed 3! 


bm Kyle 

Binaca856@aol.com 

Trade Type: Buy Item: Games, Accessories 
Description: | am looking for a used memory 
card for $10 or best offer. | am willing to buy the 
following games ranging from $15-30: Twisted 
Metal 2, Crash Bandicoot 2, Tekken 2, or Nagano 
Winter Games ‘98. All games and memory card 
should be in mint or very good condition. | must 
receive the game first. E-mail me if interested. 
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b> James Davis si 
hanginsmil otmail.com 
RR1 box 75A: ut 


Kahoka, Missouri 63445: 
Trade Type: Sell, Trade 
Item: Games 


know!!!) Anywho, | have MDK, 
& Warhawk, Crash Bandicoot Classic 


Bas 
zt, --Xcom> UFO® Defense,’ Descent, 


Description; | am wanting to clean th 
out my game closet (it's SPRING ya © 


(Oohh, makes ya cae tingly don't 
lark Stalkers, Warhammer, 


Bushido Blade, and several Demo 
‘discs. | know-you’re asking; “But 
James, these are GREAT , games! 
you crazy?” The answer‘is a 
nding..“Yes!” But. | wanna 
trade cleall them. anyway. | ‘will 
entertain any offer. 


Christopher M. 

tredman@ix.netcom.com 

Trade Type: Sell, Trade Item: Games, Books 
Description: Will sell or trade the following 
games for best offer: Suikoden with tips book, 
Vandal Hearts with tips book, Tomb Raider 1, Final 
Fantasy VII with official tip book. If trading, your 
games must be in mint condition. 


fm Avinash Rao 

sunisha@juno.com 

2511 Heatherwood Ct. 

Adelphi, Maryland 20783 

Trade Type: Sell, Trade Item: Games, Other 
Description: For sale, Destruction Derby, Battle 
Arena Toshinden, Twisted Metal, and Jet Moto. 
Willing to trade for selected games, need one 
controller and one memory card. 


bm Jarrod Leda 

NLX Strain@aol.com 

115 W. Jefferson St. 

Butler, Pennsylvania 16001 

Trade Type: Sell, Trade, Buy Item: Games 
Description: Asking $25 or best offer for brand- 
new copy of Raystorm. Also have Madden ‘97, 
looking for $20 or best offer. Looking to buy used 
copies of Colony Wars, Ace Combat 2, and 
Worms. Will trade Raystorm even for any of 
those three titles. (Madden ‘97 is a friend's, he 
does not wish to trade, only cash.) 


mm Brett Hay 

bretthay@teleport.com 

5100 SW Thomas St. 

Portland, Oregon 97221-2144 

Trade Type: Trade Item: Games 

Description: | am looking to trade Cool Boarders 
2 for EA Sports NHL ‘98 and also will trade Final 
Fantasy VIl for Jeremy McGrath Motocross. My 
games are mint condition with booklets. E-mail or 
write, the choice is yours. Also have Tomb Raider 
2and TriplePlay ‘99. Any offers? 


fm Verney Yeh 

nukezero@hotmail.com 

Trade Type: Sell, Trade Item: Games 
Description: | wish to sell Twisted Metal 2 ($26), 
Resident Evil: Director's Cut ($24), Loaded ($14), 
and Cool Boarders 2 ($28). All CDs are in excel- 
lent condition except Resident Evil Director's Cut, 
in OK condition. All prices are negotiable. | am 
also selling Gran Turismo, Metal Slug, Time Crisis, 
and other Japanese, Chinese PS games. E-mail 
me for more info! | want Tenchu or Need for 
Speed 3 or Tekken 3. 


Chris Porter 

TopCat1 16@aol.com 

8001 Garland Ave. Apt. #3 

Takoma Park Maryland 20912 

Trade Type: Sell, Trade Item: Games 
Description: |'m willing to sell Resident Evil D.C. 
($26), Jet Moto ($10) Nascar ‘98 ($30) Pande- 
monium 2 ($24) Rayman ($10) Stee! Harbinger 
($10) and Twisted Metal ($10). I'm willing to give 
Resident Evil D.C. and Nascar ‘98 for Nightmare 
Creatures. | will also give Jet Moto, Resident Evil 
D.C., and Twisted Metal or Rayman for Bravo Air 
Race or Grand Tour Racing. Thanks! 


bm Eric 

schanz@fuse.net 

Trade Type: Want, Trade, Sell Item: Games 
Description: | am trying to sell NCAA Game- 
breaker ‘98 and NCAA Final Four ‘97. | will sell 
them both for a good price. | am also trying to sell 
NFL Gameday ’98. | will trade any of these games 
for Andretti Racing, Cart World Series, Armored 
Core, and Triple Play ‘98. | will buy them all from 
the range of 15 to 25 dollars. 


bm Nathan Goehl 

kickbung@lycosmail.com 

2010 Greenwood Road 

Woodstock, Illinois 60098 

Trade Type: Trade, Want, Sell Item: Games 
Description: | want RPG games. | want mostly to 
trade, but | will buy games. The games | want are 
Final Fantasy Tactics, Saga Frontier, and Breath of 
Fire 3. The games that | will trade are Jet Moto 2, 
Tekken 2, FFVII, Madden '97, Shootout ’97, and 
Fighting Force. E-mail me for deals, and details. 


b Brad Mrock 

mrock@kiski.net 

P.O. Box 735 

North Apollo, Pennsylvania 15673 

Trade Type: Sell, Trade Item: Games 
Description: | am selling Spawn: The Eternal for 
$25 or best offer, | am also willing to trade for 
Final Fantasy Vil or any Resident Evil game. 
Spawn is in good working condition and all trades 
must be, too. 


bm Bill 

Griffey967@aol.com 

Trade Type: Sell, Trade, Buy 

Item: Games, Accessories 

Description: Looking for WCW Nitro, Nightmare 
Creatures, Nuclear Strike, Triple Play ‘99. | have 
Resident Evil 2 and many other good games. E- 
mail me for a list or if you have any games | want. 


Got some old games lying around just collect- 
ing dust? Maybe you've already tried the old “I 
got these by mistake for my birthday” excuse at 
every shop in town, but no one will trade them? 
Then get rid of ‘em here, for free! 


Bm Gerald Ledford Il 

gwl1507@cub.uca.edu 

231 Springwood 

Hot Springs, Arizona 71913 

Trade Type: Want Item: Games 

Description: | was wondering if anyone has the 
old PlayStation game D, or the game Die Hard 
Trilogies that came out about a year ago. If so 
please e-mail me or write me and tell me how 
much you want for them. 


Randy Taylor 

ranitay@concentric.net 

Trade Type: Buy Item: Games 

Description: | am looking to buy the following 
games: Final Fantasy VII, Tekken 2, Fox Hunt, Star 
Wars: Dark Forces, or Monster Rancher. Make 
me an offer, and we'll negotiate! 


fm Thomson Tat 

Tat70177@juno.com 

Trade Type: Sell, Trade Item: Games, Accessory 
Description: | will sell Resident Evil for $20 and 
Rage Racer for $10. | have a Nyko Trans Play con- 
troller for $10. | am willing to trade for Monster 
Rancher. E-mail me to negotiate. 


be Joe Jamieson 

wookie@vmicro.com 

Trade Type: Want, Trade, Sell 

Item: Games, Accessories 

Description: Want Resident Evil D.C., Duke 
Nukem: Total Meltdown, or MDK. Will trade or 
sell: Mass Destruction, Final Fantasy Tactics, 
Return Fire, Project: Overkill, Slamscape, or 
Nightmare Creatures. Also please e-mail me with 
things you are selling—controllers, guns, games. 


bm Anton Pieter 

2918 N. Farwell Ave. 

Milwaukee, Wisconsin 53211-3304 

Trade Type: Sell Item: Console, Games 
Description: | am selling my chipped PlayStation 
(plays Japanese games and U.S.) with two con- 
trollers, Gameshark, 70 CDs that include the new 
release (U.S, & Japanese). For example: Alundra, 
Dead or Alive, Micro Machines V3, Resident Evil 
2, Saga Frontier, Diablo, Bloody Roar, Need For 
Speed Ill, etc. enclosed in a carrying case, for only 
$500.00! | will take higher offers. 
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What's E3, you ask? It's only the single biggest videogame aeiagmes, “EVER Fino... 
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show of the year! Only industry insiders are allowed in,so 4& 
you can bet PSM will be there in full force. We're gonna & 
track down all the hottest news and announcements, play 
all the top-secret new games, and hear all the juicy gossip 
at all the crazy parties. Every press conference, every new 

game, every rumor—t'll all be waiting for you next issue!!! 


¢ The BIGGEST New Games 


ae ¥ @i.. We're comin’ back from E3 with the motherlode of dirt 
© on all the new games. And we're talkin’ about the bona 
; fide chartbusters! How does this list sound: Tomb 
wi 2 «Raider 3, Metal Gear Solid, Crash 3, Spyro, Legacy of 
~ pe Kain 2 Rally Cross 2, Warhawk 2, Twisted Metal 3, and 
~ Darkstalkers Ill: Vampire Savior? And that's just for 


(P) starters! If you call yourself a gamer, you simply cannot 
miss next issue. All your friends would beat you up! 


_ ($0 INFERIOR 
RIGHT NOW. 


MORE FINAL FANTASY VII 


That's right, Square is planning a big press conference the first day of the 
show, to fill the Western world in on its plans for Final Fantasy VIII! We 
should have loads more information for you, including Square's specific U.S. 

plans. Any true RPG fan won't dare miss this one! 


MISS PSM'S 
if FFVIII COVERAGE 
es NEXT MONTH, AND 
I'LL KICK YOU IN 
THE GROIN. 


'— The LATEST PlayStation headlines ‘= The most HONEST reviews 
—~ The NEWEST PlayStation codes >> EXCLUSIVE interviews 

' ~The MOST PlayStation games = The most IN-DEPTH strategies 
_-~ UNBEATABLE Japanese coverage '> A damn good LETTERS section! 


PLUS, well have the scoop on all those big mamma 
jamma blockbuster games that youre dyin (or: 


Test Drive 5 Jackie Chan: Stunt Master SEE 
tee-Crash3 Duke Nukem: A Time to Kill YOU AFTER 
- Spyrothe Dragon = +AND TONS MORE! B3! 
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GO INTO THIS WAR ALONE AND 
YOU'VE GOT TWO WAYS TO COME OUT. 


DEAL. ORWISKING YOU WERE = 


PlayStation 


«supeR ADDICTIVE TWO-PLAYER COMBAT” 


—yideogames-com 


Join an epic 2-player struggle where only 
the fittest survive. Your objective? Utter. 
: annihilation. Your tactics? Outwit and 
outmaneuver your enemy. Then engage 
“in fierce real-time 3D battles.The 


outcome? Absolute destruction: 


es 
= = 
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PlayStation 
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Pc CD-ROM OUT THINK. OUT MANEUVER. OUT LIVE. 


